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Introduction 


You're Duke Nukem, two-time savior of earth, defender of the galaxy, and all-around 
ladies' man. You began your rise to glory in the year 1997, when the evil Doctor Proton 
and his army of Techbots tried to take over the world. Hired by the CIA, you put a 
quick end to the Doctor's plans. 


Later, while Oprah was interviewing you about your new book, the Rigelatin aliens kid- 
napped you. They intended to use your brain to take over the world—but you used it to 
send them all to hell. 


On your way back to Earth, your ship was shot down over Los Angeles. Before crashing, 
you heard a voice calling for help, claiming that the city was under attack by aliens. 
Back to work... 


The Game 


Duke Nukem 3D is the eagerly awaited sequel to the first two Duke Nukem games. 
They were side-scrolling games—you moved Duke from frame to frame across the 
screen, blasting enemies and gathering powerups. Duke Nukem 3D has a twist—it was 
developed with the Build engine, putting you in control of Duke in a 3D environment. 
You can make Duke run, jump, fly, duck, and more, all in the pursuit of the alien freaks 
that have invaded the Earth. 


Duke Nukem 3D has been released as shareware on all major online services. You can 
download the first 6 levels and play them as much as you want. If you're hungry for 
more, you can pick up a copy of the registered version at your local software store, or by 
ordering it from Apogee. 


Duke Nukem comes jam-packed with 28 levels, each-one filled with secrets. Some of 
the levels have more than 10 secret areas, and there's usually more than one way to 
complete a level. 


That's where this book comes in. Besides introducing you to all the weapons, powerups, 
and aliens, it gives you a walkthrough of each and every level, showing you where all 
the secrets аге and how to get out in one piece. It also gives you some great tips on 
blasting your buddies in multiplayer games, and on creating your own Duke Nukem 3D 
levels with the Build editor. ; 


So whaddaya waitin' for? Christmas? 


Controlling 
Duke— 
"Hmm, dont 
have time to 
play with 
myself." 


“Yeah, right," you say. “Like anyone could control Duke." But Duke 
Nukem 3D the game gives you plenty of control over how the game 
operates. This chapter covers everything you'll need to know about con- 
trolling Duke in the game, as well as changing the environment of the 
game. : 
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The Duke Nukem 
3D Screen 
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The main Duke Nukem 3D display. 


The following section explains all the options available on the main Duke 
Nukem 3D screen. 


1. Status Bar 
The status bar displays useful information about Duke, including 
current health, armor, and inventory. The status bar can be shrunk 
(to just health and ammo) or removed entirely from the screen by 
increasing the screen size with the + key. 


2. Health 
This shows the current value of Duke's health. The maximum value 
is 200; at zero health he dies. Picking up medkits and health atoms 
adds to Duke's health. Being shot, dropping from high places, stay- 
ing too long underwater, and other harmful influences subtract 
from it. 


3. Armor 
This shows the current value of Duke's armor. Armor absorbs some 
of the damage from attacks before health starts to drop. The maxi- 
mum value is 100. 


4. Weapons 
This mini-chart shows the status of each of Duke's possible 
weapons. The first number shows the number you use to activate 
the weapon, and the following two numbers (separated by a slash) 
show the remaining ammo and maximum ammo for each weapon. 
The activation number remains dim until Duke picks up the 
weapon, at which point it becomes bright. 


5. Ammo 
This entry shows the amount of ammo left in the active weapon. 
Picking up additional ammo for the weapon increases this number, 
while each shot fired decreases it. 


6. Inventory 
This entry shows the active inventory item, if any. The active inven- 
tory item can be used by pressing its hot key or Enter. Change the 
active inventory item by pressing [ or ]. 


7. Keys 
This entry in the status bar shows any access cards that Duke has 
picked up. Each card shows up in the Key box as a little colored 
icon. 
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8. Messages 
Various messages show up here, such as which weapon you’ve just 
picked up or which key you need to press to restart the level. 


9. Window Border 
The window border appears only if you reduce the game screen to 
less than full size. Use the + and - keys to adjust the game screen’s 
size. 


10.Crosshairs 
The crosshairs show you where your shots will hit. Use the 
crosshairs to help target quickly during a fire fight, or for accuracy 
when sniping. 


Movement and 
Action Keys 


Controlling Duke is pretty straightforward, whether you use the key- 
board, mouse, or joystick. But Duke can do much more than just walk 
around—in fact, he’s pretty light on his feet. The following sections show 
you how to get Duke to do your bidding, and how to change the default 
control configurations. 


The Defaults 


Here are the default commands for each control option: 


Control Keyboard Mouse Joystick 

хы” Primary Secondary 
Move. Forward Up Keypad 8 Mouse Fwd/Left Button Stick Forward 
Move. Backward Down Keypad 2 Mouse Backward Stick Backward 


Turn, Left Left Keypad 4 Mouse Left Stick Left 


C ontrol Keyboard Mouse Joystick 


Au ы, Primary Secondary 

Turn. Right Right Keypad 6 Mouse Right Stick Right 
Strafe Left Alt Right Alt Right Button Button 2 
Fire eft Ctrl Right Ctrl Left Button Button 1 
Open Space Double-click Right Button Button 4 
Run Left Shift Right Shift Button 3 
Auto Run Caps Lock 

Jump A / Double-click Button 3 
Crouch Z Double-click Button 4 
Look Up PgUp Keypad 9 

Look Down PgDn Keypad 3 

Look Left Insert Keypad 0 

Look. Right Delete Keypad 

Strafe Left : 

Strafe Right 

Aim Up Home Keypad 7 

Aim Down End Keypad 1 

Weapon 1 1 

Weapon 2 2 

Weapon. 3 3 

Weapon 4 4 

Weapon 5 5 

Weapon 6 6 

Weapon_7 7 

Weapon_8 8 

Weapon_9 9 

Weapon_10 0 

Inventory Enter Keypad Enter Double-click Button 2 
Inventory_Left | 

Inventory_Right | 

Holo_Duke H 


Jetpack J 
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Control Keyboard Mouse Joystick 
Primary Secondary 
Night Vision N 


Portable MedKit M 


Steroids R 

Turn Around Backspace 

Send Message T 

Map Tab 

Shrink Screen - Keypad minus (-) 
Enlarge Screen = Keypad plus (+) 
Center_View Keypad 5 

Holster_Weapon Scroll Lock 
Show_Opponents_Weapon W 


Map. Follow Mode F 
Mouse Aiming U 
Toggle Crosshairs | 
Previous Weapon 

Next Weapon 


See Co-op View K 


Many of the control options are self-explanatory, but here are some help- 
ful tips: 


Strafe When used with the right and left 
arrows, causes Duke to slide from 
side to side instead of turning. 


Open Opens the door or uses the item 
(switch, access panel, security panel, 
etc.) in front of Duke. 


Aim Up Similar to the Look Up command, but 
Duke's head returns to the level posi- 
tion when the control is released. 


Aim Down Similar to the Look Down command, 
but Duke's head returns to the level 
position when the control is released. 


Weapon 1 
Weapon 2 
Weapon 3 
Weapon 4 
Weapon 5 
Weapon 6 
Weapon 7 
Weapon 8 
Weapon 9 
Weapon 10 
Turn Around 


Send Message 


Map 


Shrink Screen 


Center View 


Holster Weapon 


Show Opponents’ Weapon 
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Kick 

Pistol 

Shotgun 
Chaingun 

RPG 

Pipe bombs 
Shrinker 
Devastator 
Laser trip mine 
Freezethrower 


Turns Duke 180 degrees. Great for 
turning around quickly when you're 
being shot in the back. 


In multiplayer games, enables you to 
send text messages to other players. 


Activates the top-down map. Press 
once for a simple line-drawn model, 
again to add the floor textures, and a 
third time to deactivate. 


Shrinks the game screen. Use this to 
increase performance on slower 
machines—the smaller the game 
screen, the faster the game runs. 


Centers Duke's head. Use to quickly 
recover from the Look commands. 


Causes Duke to put away the current 
weapon. Duke draws the weapon if 
you fire it or press Scroll Lock again. 


In multiplayer games, places a small 
icon indicating the currently selected 
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weapon over each player’s head. 
(Note that this command decreases 
performance.) 


Map Follow Mode When the map is active, this com- 
mand toggles between moving the 
map around onscreen or moving 
Duke. (Follow Mode = move map.) 


Mouse Aiming Activates and deactivates the mouse 
aiming system. You still use the key- 
board to move. (Note that you must 
set up Duke Nukem 3D to use both 
keyboard and mouse, and you must 
have an active mouse driver.) 


See Co-op View In cooperative multiplayer games, this 
command enables you to see what 
your teammates see. 


Changing the Controller 
Defaults 


To change the controller options, you must run the Setup program in the 
Duke Nukem 3D directory. Run this program and choose Controller 
Setup from the main menu. 


With the Controls menu, you can choose the type of control (mouse, 
keyboard, joystick) you want to use and configure it to your liking. 


Choose the appropriate controller and press Enter. The Mouse and 
Joystick configuration options only enable you to configure which actions 
the buttons perform—the mouse has up to three buttons, the joystick up 
to four. The keyboard configuration option enables you to customize 
which keys perform which action. 


Configuring a Mouse, 
Joystick, or Gamepad 


To configure a mouse, joystick, or gamepad, highlight the entry for the 
button you want to change and press Enter. This brings up a list of possi- 
ble actions for that button. Scroll through the list until you come to the 
correct action and press Enter. You can also use this method to decide 
what each button will do when it's double-clicked. 


Note: You can also set the mouse aiming mode 
from the Mouse Setup menu. When set to Toggle, 
the mouse aiming button turns mouse aiming on 
and off. When set to Momentary, mouse aiming is 
active only while the mouse aiming button is held 
down. 


If you have a joystick with a hat (four-way switch), you can also 
configure what each direction of the hat does. 


Note: Advanced Mouse and Joystick setup enables 
you to fine-tune the mouse or joystick movements, 
as well as the rudder and throttle on advanced joy- 
sticks. These setups can be very intricate; read the 
Duke Nukem 3D help file before proceeding. 


Configuring the Keyboard 


Each available action in Duke Nukem 3D can be triggered by up to two 
keystrokes. To change an action's keystrokes, use the up and down arrow 
keys to highlight the one you want to change. The right and left arrow 
keys switch between the primary key and secondary key for each action. 
Highlight the column you want to change and press Enter, followed by 
the key you want to assign to that action. 
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Note: You cannot set the primary and secondary 
keys for an action to the same key. However, you 
can designate more than one action to a key. For 
example, the Medkit's secondary key can be set to 
а key you use a lot in battle, such as Fire or Run. 
That way you'll use it every time you run or fire, 
keeping your health at maximum without having to 
fumble around for the Medkit key! 


Function Keys 


The following table shows you what the various function keys do. Some 
keys have added functionality when pressed simultaneously with Shift, 
Alt, or Control. Note that you cannot redefine these keys or assign their 
functions to other keys. 


Fl The Help screen. Press F1 again to see a listing of 
the command keys. 

F2 Save game. 

F3 Restore game. 

F4 The Sounds menu. 

F5 The name of the background music currently play- 


ing. Press Shift+F5 (after pressing F5) to move to 
the next song. 


16 Quick save. Press Esc to cancel the save or Enter to 
save the game. 


F7 Toggles between normal view (first person) and 
chase view (from behind Duke). 


F8 Toggles messages on and off. 


Е9 Quick load. Press Y to load the game or N to stop 


the load. 

F10 Quit Duke Nukem 3D. Press Y to exit the game or 
N to stay in the game. 

F11 Toggles through the eight brightness settings. 

F12 Saves a PCX file of the current screen to disk. Files 


are named duke####.pcx, where “####” is the 
number of the screen saved (0000-9999). 


Shift+F1—F10 Sends a predefined text message to all players in a 
multiplayer game. See Chapter 5 for information on 
how to change these messages. 


Alt+F1—F10 Sends a voice message to all players in a multiplay- 
er game. See Chapter 5 for information on how to 
change these messages. 


Shift+F5 When pressed immediately after pressing F5, this 
key advances to the next musical score. 


Duke Nukem 3D 
Menus 


The main menu can be accessed during a game by pressing the Esc key. 
Use the up and down arrow keys to select the appropriate submenu and 
Enter to select it. 


New Game 


When you start a new game, you're prompted to select an episode and a 
skill level. 
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Note: If you're currently playing a game, you're 
asked if you want to abort the game in progress. 


Use the up and down arrow keys and Enter to select the episode and 
skill level you want. 


Save Game 


Choosing this option displays a list of 10 save game slots. Use the up and 
down arrow keys to select a slot and press Enter. Type a name for your 
game and press Enter again to save it. 


Note: If you save a game in a slot where another 
game has been stored, the second game over- 
writes the first. 


Load Game 


Choosing this option displays a list of 10 save game slots. Use the up and 
down arrow keys to select the game you want to load, and press Enter. 


Note: If you're currently playing a game, you're 
asked if you want to abort the game in progress. 


Options 
This item takes you to a submenu that enables you to configure the fol- 
lowing options. 


Detail 


This option toggles the detail level between low and high. Press the 
Enter key to change it. On slower machines, going to low detail increas- 
es the performance of the game. However, use this as a last resort. First 
try decreasing your screen size and turning off shadows. 


Shadows 


This option toggles character shadows on and off. Playing with shadows 
on is more realistic, but playing without them can improve performance. 
If Duke Nukem 3D runs slowly or erratically when you're around ene- 
mies, try turning shadows off. 


Tip: Shadows can give away an enemy's position. 
Keep your eyes open for suspicious dark areas on 
floors and walls. This usually indicates a flying oppo- 
nent. 


Screen Tilting 


This option controls whether the screen tilts when Duke moves and gets 
hit by weapons fire. This motion simulates normal head movements in 
such situations, but it can decrease performance and can be disorienting. 


Note: A lot of Duke Nukem 3D's appeal is due to 
the incredible realism. Don't turn off too many of 
these graphics options if you can help it. 


Screen Size 


The Screen Size slider controls the size of the game screen. Use the right 
and left arrow keys to move the slider. Shrinking the screen can help per- 
formance. 


Note that the two largest settings limit the amount of information shown 
on the status bar. The largest setting doesn't show any status bar info; the 
next setting shows only the value of Duke's health and ammo and the 
currently selected inventory item. 
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Brightness 


This slider controls the brightness level so you can adjust for the differ- 
ence in the brightness of different monitors. Use the right and left arrows 
to move the slider. 


Again, the high level of realism really adds to the Duke Nukem game. 
Don’t set this option to help you see in the dark—leave that for the night 
vision goggles. 


Mouse Sensitivity 


This option controls how far and fast Duke moves when he’s being con- 
trolled by the mouse. Move this slider by using the right and left arrows. 


Sounds 


The Sound menu includes the following options: 
Sound—Turns the game sounds on and off. 


Music—Turns the music in the game on and off. 


Tip: Although music can add to the game, consider 
turning it off during multiplayer games. This can 
help you hear other sounds (such as opening and 
closing doors, jetpacks, etc.) more clearly. 


Sound Volume— This slider controls the volume of the sound effects in 
the game. Use the right and left arrows to control the slider. 


Music Volume— This slider controls the volume of the music in the 
game. Use the right and left arrows to control the slider. 


Duke Talk—This setting controls whether Duke speaks his mind during 
the game. When this is on, Duke makes comments at certain points in 
the game, such as when you stand around too long or find a really cool 
weapon. Turn this off if you find Duke's banter distracting. 


Ambiance— Helicopters flying overhead, screams in the night, chanting, 
and alien spaceship generators are just some of the background noises in 
Duke Nukem 3D. Although these noises can really add a lot to the game, 
some players find them distracting. Use this control to turn the environ- 
ment background noises on and off. 


Tip: Turn the ambiance sounds off during 
DukeMatch to better hear your opponents. 


Flip Stereo— Some soundcards reverse the digital stereo channels of the 
sounds in the game. If you find that objects to your right are producing 
sounds to your left, and vice versa, set this option to On. 


Parental Lock 


Cursing, provocative movies, strippers, and other unsavory tidbits are all 
part of Duke Nukem's world. If you find this content objectionable, set 
the Parental Lock on. This feature disables most of Duke's profanity and 
removes all the scantily clad females from the game. 


After selecting Parental Lock from the Options menu, you're presented 
with two menu items: Adult Mode and Enter Password. Adult Mode 
controls whether the mature content is seen (and heard) in the game. If 
this option is On, you see and hear everything. Setting this option to Off 
removes most of the mature content. 


Select Enter Password to prevent Adult Mode from being activated with- 
out the password you set. If the password is not entered correctly, the 
option remains off. Note that you must set the Adult mode option to Off 
before entering a password. 


Note: Apogee has taken some heat for Duke 
Nukem 3D's "mature" content. However, the 
Parental Lock feature does enable parents to shield 
their children from this content. 
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Record 
You can record a demo of your game by starting Duke Nukem 3D with 


the “/r” parameter. Use this menu option to turn off the recording dur- 
ing the game. 


Quit to Title 


Choose this option to exit to the beginning title screen, effectively start- 
ing the entire game over. The game in progress will be lost; use the Save 
Game feature if you want to return to it later. 


Quit Game 


This option exits the current game without saving it, and exits Duke 
Nukem 3D entirely. 


Credits 


This option is only available from the first menu that appears when you 
start Duke Nukem 3D. Choose this option to see the creative team 
behind the game. 


Friends and 
Foes— Come 
Get Some!” 


Okay, so Duke doesn’t have many true friends. The only friends he can 
count on are his weapons. He starts with just his trusty ol’ foot and pis- 
tol, but he can collect shotguns, rocket launchers, and more. Later in the 
game there are even more powerful weapons, including a shrink ray and 
freeze ray. 


As for foes, well, Duke’s got plenty of those... 


Weapons 


The following sections will familiarize you with each of the weapons at 
your disposal. Each weapon is listed with the following stats: 


24 Ё Chapter 2 


Activation key: 


Ammo: 


Reload Ammo: 


Max Ammo: 


Damage: 


Foot 


Activation key: 


Ammo: 


Reload Ammo: 


Max Ammo: 


Damage: 
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The key you need to press to unholster 
and ready the weapon. 


The amount of ammo each weapon con- 
tains when you find it. 


The amount of ammo you'll find to reload 
your weapon, whether in individual clips 
or boxes of bulk ammo. 


The maximum amount of ammo you can 
carry for this weapon. 


The number of points of damage the 
weapon does to a target. This number is 
subtracted from the target's health; for 
example, when you shoot another player 
in Dukematch, the appropriate amount of 
damage is subtracted from his health. 


Unlimited 
10 


Your trusty "Mighty Foot" can never run out of ammo, but it makes a 
poor substitute for the shotgun or RPG! Besides kicking your enemies, 
you can destroy boxes, air grates, etc. You can also use the tilde key (~) 
to kick once while leaving your current weapon active. (If you use the 
“1” key to switch to your foot, the current weapon is holstered.) This is 
the weapon of last resort—if you're down to your kick, chances are 
you'll soon be taking a dirt nap. Consider using steroids to increase your 
kick strength when taking on more than one enemy. 


Pistol n 
Activation key: 2 


Ammo: 48 

Reload Ammo: 12 

Max Ammo: 200 
Damage: 6 per bullet 


The pistol is a modern, large caliber semi-automatic. The main drawback 
of this weapon is the reloading time after every 12 shots—it can take 
several precious seconds, during which you cannot fire and are vulnera- 
ble to the enemies around you. This is your only firearm at the start of 
the game, so you should grab a more effective weapon at your first 
opportunity. Although the pistol doesn't do much damage, it's extremely 
accurate, especially at longer ranges. Use it to harass enemies at a dis- 
tance. 


Tip: You can use most projectile weapons (pistol, 
shotgun, chaingun) to shoot and activate switches 
and buttons at a distance. The pistol is the most 
effective weapon because of its accuracy and con- 
servation of ammo. 


Shotgun 


Activation key: 3 1 ‚ ל‎ 


Ammo: 10 
Reload Ammo: 10 
Max Ammo: 50 
Damage: 10 per pellet (7 pellets per shot) 


The shotgun is much more powerful than the pistol, firing a group of 
seven pellets with each shot. It must be pumped after each shot, loading 
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a new shell, before you can shoot again. This can leave you vulnerable 
when you're faced with more than one enemy. 


Note: Although the shotgun can deliver a hell of a 
blast, its accuracy decreases with range. (As the 
pellets travel, they spread out.) This weapon is best 
used for close-range kills. 


The shotgun will take down most of the lesser enemies with one shot, 
and larger enemies like Pig Cops with only two or three. Although it's 
slower than the chaingun, the shotgun's power easily compensates for its 
speed. 


Chaingun Cannon 


Activation key: B —— 3 


Ammo: 50 

Reload Ammo: 50 

Max Ammo: 200 
Damage: 9 per bullet 


This rapid-fire weapon is good for dispensing with several enemies at 
once. However, it chews up ammo as quickly as it chews up enemies. 


Tip: To help conserve ammo, fire the chaingun in 
short, controlled bursts. Avoid holding the trigger 
down for extended periods of time. 


The chaingun is very effective when used while strafing. Use the strafe 
key to slide sideways from behind cover while spraying ammo at your 
enemies. This weapon can also be used to “hose down” groups of adver- 
saries. 


It can also be used as a defensive weapon. For example, it can shoot 
down a rocket in flight. If your aim and timing are right, you can blow 
up a rocket right as it's leaving your enemy's launcher, blowing him to 
bits! You can also blow up an enemy's pipe bombs the same way. 


RPG—Rocket 
Propelled — کیت‎ 


Activation key: 


Ammo: 5 

Reload Ammo: 5 

Max Ammo: 50 

Damage: Radius (140-0) 


The RPG launches an explosive rocket over great distances. When the 
rocket hits an object or enemy, it explodes and does damage in a radius 
around the point of impact—the closer an object is to the point of 
impact, the more damage it takes. 


The RPG's rockets are heat-seeking, guiding themselves toward living tar- 
gets and killing most minor enemies with one shot. The point of impact 
actually receives double the maximum damage (280)! 


One word of caution: Be careful not to fire this weapon in enclosed 
spaces or at a close-range target, or you'll be seeing red. 


Tip: Use the RPG's explosions to detonate laser trip 
mines. Fire the RPG at a wall or floor near the trip 
mine's laser. The resulting explosion will break the 
laser beam and set off the mine. Be sure you're at 
a safe distance before trying this! 
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Pipe Bomb 


Activation key: 6 

Ammo: 5/1 (boxes or 
singular) 

Reload Ammo: 5/1 (boxes or singular) 

Max Ammo: 50 

Damage: Radius (140-0) 


Pipe bombs are essentially remote-controlled grenades. When you press 
the Fire key, you throw a pipe bomb in front of you. The longer you hold 
down the Fire key before releasing it, the farther you throw the pipe 
bomb. After you throw the bomb, a detonating switch appears in your 
hand. When you press the Fire key again, the pipe bomb explodes. If you 
want to throw another pipe bomb, you must first press 6 to deactivate 
the detonating switch. You can throw as many pipe bombs as you have, 
as long as you press 6 after each throw. Every bomb thrown is detonated 
simultaneously when you press the detonator. (Note that there's no range 
limit—you can stand at the other end of the level and detonate your pipe 
bombs.) 


Tip: Pipe bombs are great for setting traps. Toss 

several in key areas and wait for an opponent to 

step near them. Then BOOM! 
СЕС | 


- А pipe bomb's blast can be used to set off a laser mine from a distance— 
drop one near the beam, back off, and detonate. The explosion will 
break the beam and trigger the mine. Just be careful! 


Shrinker 


Activation key: 7 rr d 


Ammo: 10 
Reload Ammo: 5 
Max Ammo: 50 
Damage: 0 


The shrinker is the latest in alien technology. With one small pulse it can 
shrink you down to the size of an insect. This in itself doesn't hurt you, 
but you do tend to get stepped on... 


Using this weapon is a two step process—first shrink your enemy, then 

run up and stomp, stomp, stomp. Be careful, though—some aliens have 
shown significant resistance to the effects of the shrink ray. It may take 

several dozen shots to shrink the larger aliens. 


Tip: Mirrors reflect the shrink ray. Use them to fire 
the shrinker around corners or even at yourself. 


Devastator 

Activation key: 8 

Ammo: 15 

Reload Ammo: 15 

Max Ammo: 99 

Damage: Radius (10-0 per rocket) 


The devastator is a dual-mounted rocket system that fires two small rock- 
ets per shot. Although these rockets do less damage than RPG rockets, 
they're fired much more quickly. Like the RPG, each direct hit causes 
double damage. 
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This weapon is so fast that it can be fired almost like a direct-fire 
weapon—no need to lead your target. However, these aren't heat- 
seeking missiles, so they won't guide themselves toward living targets. 


Laser Trip Mines 


Activation key: 9 ШЫН 


Ammo: 1 

Reload Ammo: 1 

Мах Ammo: 10 

Damage: Radius (100-0) 


This little beauty is a small but powerful explosive with a self-contained 
laser detonator. The mine adheres to almost any flat surface and projects 
a red laser beam. If anything crosses the beam, the mine explodes. 


To use a trip mine, walk up to a flat surface and press the Fire key to 
attach the mine. Move away quickly, because a few seconds later the 
laser beam will activate. Now anything passing through the beam 
(including you!) will cause the mine to explode. 


Tip: You can jump or crouch to set the mines high- 
er or lower. This is useful if you want to create a 
barrier of mines in a corridor. Better still, scatter 
some pipe bombs around the area to create an 
even bigger bang! 


Although these mines do less damage than pipe bombs, their damage 
radius is almost twice as large. This means that objects don't have to be 
as close to the explosion to take damage. 


Use trip mines to set traps, or to cover your back. They're especially 
effective against assault commanders and sentry drones—set a few mines 
in a corridor and lure those dummies into the beams. 


Freezethrower 


Activation key: 0 

Ammo: 25 

Reload Ammo: 25 

Max Ammo: 99 
Damage: 16 (special) 


The freezethrower was originally developed for quick freezing of speci- 
mens and rations. However, when turned on living matter, it can quickly 
freeze it solid. 


A frozen enemy is extremely fragile—a bullet or kick can reduce him to 
crushed ice. However, the subject thaws quickly at even room tempera- 
ture, so you can only count on a few seconds of freeze. 


Note: The freezethrower does damage to an 

enemy, but it won't kill him. When the enemy's 

health is reduced to 1, he freezes. If he thaws, it 

only takes one shot of the freezethrower to re- 

freeze him, or minimal damage to kill him. When 

you walk up to a frozen target, Duke automatically 

uses his foot to reduce the bastard to ice cubes. 
...ו‎ лы ла аа 


Another interesting property of the freezethrower is that its shots bounce 
a maximum of twice. This is useful for firing around corners and the like, 
but it's dangerous in tight spaces. You can freeze yourself! 
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Alien Foes 


There are plenty of aliens out for Duke's blood. These guys ain't ET, 
either! They're murderous and ugly and could really use a shower. Let's 
take a look at some of these heavily-armed baddies. 


Assault Trooper 


Health: 30 

Armor: None 

Weapon: Laser Pulse/Bite 
Damage: 10/2 


This alien looks like a cross between a large lizard and a striped tiger. He 
fires a laser pulse from his wrist-shooter that can do up to 10 points of 
damage with a direct hit. He’s also got nasty sharp teeth that can do 2 
points of damage. He’s also got a counterpart with a jetpack who can 
rain down death from above. 


When facing this threat, move quickly and fire accurately. Also, don’t 
always assume these suckers are dead just because they’re laid out on 
the ground, bleeding—they like to play possum and shoot you when 

your back is turned. 


Assault Captain 


Health: 50 

Armor: None 

Weapon: Laser Pulse/Claw Strike 
Damage: 10/11 


This boy supervises the movements and activities of the rest of the troop- 
ers. Because of his rank, he's been equipped with the latest in phase 


technology, enabling him to teleport in and out of this dimension. This 
makes him dangerous—when you're shooting at him, he's likely to van- 
ish and drop back in behind you. His laser does the same amount of 
damage as his cronies. Whatever you do, don't let him get too close— 
those claws of his are murder! 


Tip: This guy tends to pop up right behind you, 
blasting away. Use the Backspace key to turn 
around quickly when you hear him teleport back in. 
He should be right in your crosshairs, ready to die. 


LAPD Pig Cop 


Health 100 

Armor: 50 or 75 

Weapon: Shotgun 

Damage: 10 per pellet (7 pellets per shot) 


The Los Angeles Police Department has been mutated into these disgust- 
ing brutes. Their body armor makes them resistant to damage—it may 
take several shotgun hits to kill them. Because the pigs carry shotguns 
themselves, consider them very dangerous, especially in close quarters! 
Be aware that in tight situations they drop to a prone firing position, 
making them more accurate and harder to hit. 


Note: Every once in a while a pig cop will drop his 
used armor when he dies. Hey, even used armor is 
better than none. 
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Recon Patrol 
Vehicle 


Armor: 50 
Weapon: Twin Laser Cannons 
Damage: 10 per pulse 


You've heard the expression "When pigs fly," haven't you? Well, get 
ready, because some of the LAPD pigs have been given flying recon cars. 
Their laser cannons can really mess you up, and their speed makes them 
tough to destroy. If you do manage to shoot one down, you'll have the 
satisfaction of seeing that pig go down in flames. He'll survive the crash, 
though, so be sure to wish him a happy landing with a shotgun blast or 
two. 


Shark 


Health: 35 
Armor: None 
Weapon: Bite 
Damage: 9 


As if aliens weren't enough, you also have to deal with Jabberjaw's little 
brother. You'll find this fiendish fish in many bodies of water, and it can 
be more than a little annoying. The good news is that he isn't particularly 
` aggressive and can be avoided fairly easily. 


Octabrain 


Health: 175 
Armor: None 
Weapon: Energy Blast/Tentacle Scratch 


Damage: 40/11 


These jellyfish-like creatures live mostly in water, but can hover in the air 
as well. Their main attack is a powerful telekinetic blast, but they can 
scratch you with their tentacles as well. 


Their unique wail tells you when they're in the vicinity, so try to take 
them out from a distance, using the RPG or chaingun. A few well-placed 
shotgun blasts will also suffice. 


Laser Turret 


Armor: 30 
Weapon: Twin Laser Pulse 
Damage: 10 per pulse 


The aliens have placed smart-targeting turrets at key locations throughout 
the levels. These turrets can target and hit you from great distances, so 
don't get caught out in the open. The best way to destroy a turret is from 
a distance—use the RPG for surgical turret removal whenever possible. 
Alternately, use a fast-firing weapon like the chaingun to rapidly shred it 
to pieces. Although you have to be fairly close for this tactic to work, the 
turret can't shoot at you while it's taking damage. So pour it on! 


Enforcer 


Health: 100 

Armor: None 

Weapon: Chaingun/Venom Spit 
Damage: 9 per bullet/8 per venom gob 


This boy does the aliens’ dirty work and does it well. He’s a sprightly fel- 
low, leaping great distances to get at you. At close range, he may spit 
venom instead of blasting you with the chaingun. 


The enforcer may be the toughest foe at close quarters. His agility makes 
him hard to hit, and his chaingun can put you in a world of hurt before 
you know it. 
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Protozoid Slimer 


Health: Nominal 
Armor: None 
Weapon: Slime/ Bite 
Damage: 6 


These creatures ooze forth from the eggs scattered around the later lev- 
els. They stick to the ceiling and slither across the floor in an extremely 
disgusting manner. If they get too close to you, they'll latch on and start 
to munch on your living flesh. The slime that covers their bodies is 
acidic. To sum it up, they're disgusting little scum-sacs that deserve what 
they get. 


The good news is that these sickening creatures aren't very tough. You 
can reduce them to a rain of snot with one bullet. Watch out for any 
slime they might leave behind, though—it eats through protective boots! 


Tip: Practice catching these fellows in mid-air with a 
shotgun blast—it's the most effective (and fun) way 
to kill them. 


Sentry Drone 
Armor: 150 

Weapon: Explosion 

Damage: Radius (30-0) 


Sneaky, hovering, exploding mechanical bastard. That pretty much sums 
up this threat. It hovers in key areas, and as soon as it senses your pres- 
ence, it zooms in on you and explodes in your face. Although it can be 
killed from a distance, the sentry drone is very adept at dodging and hid- 
ing, waiting for the perfect moment to strike. 


The best method for dealing with this threat is to hose it down with the 
chaingun from a distance, causing it to explode well away from you. If 
you hear the distinct whine of its engine engaging, it may be too late— 
dodge quickly! 


Tip: Doorways can provide great drone defense. 
When you hear a drone, quickly make your way to 
the other side of an open door. Then, when the 
drone spots you and moves in, shut the door. Most 
of the time the drone will continue its flight and 
explode on the other side of the door. You can also 
use trip mines as an effective drone defense. Place 
mines at key locations and lure the drone into their 
laser triggers. 


Assault 


Commander 
Health: 350 
Armor: None 


Weapon: Rocket 
Damage: Radius (16-0) 


This flying fatty has a nasty attitude, a filthy mouth, and crippling firepow- 
er. Although he's not very fast, his rockets can reach you from a distance. 
His levitation deck can carry him over almost any obstacle, allowing him 
to follow you even if you're using the jetpack. Punch holes in his belly 
with a few RPG or devastator rounds, but do it from a distance! 


Note: The assault commander rears up when he 
gets ready to fire his rockets. Watch for this motion 
and be ready to dodge. 
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Tip: Laser mines are a great way to exterminate 
this guy. Place two mines on a wall, one right on 
top of the other, and get him to follow you. Duck 
under the laser beams and cover your eyes to pro- 
tect them from the flying blubber. 


Battlelord 
(Episode 1, Level 5: 
The Abyss) 


Health: 4500 

Armor: None 

Weapon: Chaingun/mortar 

Damage: 7 per bullet/Radius (150—0) per mortar round 


This guy was born on a battlefield, and he's packin' enough heat to take 
out a small city! His chaingun has impressive range, and he can launch a 
large volley of mortar rounds at closer ranges. And tough? It takes an 
average of 40 rounds to knock him down! 


Keep moving, stay low, and look for any cover possible! 


Sub-Boss 


Health: 1000 
Armor: None 
Weapon: Chaingun/Mortar 


Damage: 7 per bullet/Radius (150—0) per 
mortar round 


This dude is just as deadly as the Battlelord, but with only a quarter of 
the health. Sub-bosses are scattered all over episode two, and they come 
back for guest appearances in episode three. They must be upset that you 
wasted their daddy, because they spare no time in tearing you a new 
one. 


Hit these boys from an extreme distance with the RPG or devastator. If 
possible, move into an area too small for them to enter and use strafing 
techniques to fire back at them. 


Tip: The holoduke is invaluable when you're dealing 
with several of these boys at once. Get their atten- 
tion, drop the holoduke, and seek cover. Typically 
they converge on the holoduke and do their worst. 
Then the crossfire does the rest. 


Overlord 
(Episode 2, Level 
9: Overlord) 


Health: 4500 

Armor: None 

Weapon: Twin RPGs 
Damage: Radius (140-0) 


Okay, no more Mr. Nice Guy. This is the bastard who's been stealing 
Earth's chicks. Oh, the things you're gonna do to his carcass! Er, that's 
assuming you survive his RPG barrage... 


The unfortunate thing about your encounter with this giant is where you 
encounter him. The small circular room doesn't provide much cover. The 
best strategy is to stick and run, stick and run. Just make sure the "stick" 
is during a pause in his rocket salvos! 


Tip: Hit him quick and hard. When he’s hit, һе 
flinches and can't fire back. If you use the devasta- 
tor with full ammo, you wont give him a chance to 
fire a single shot. However, this bad boy can crush 
you single-handedly, so dont let him get close! 
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The Cycloid 
Emperor 


(Episode 3, Level 
9: Stadium) 


Health: 4500 


Armor: None 


Weapon: RPG Devastator/Energy Blast 
Damage: Radius (140-0)/40 


It all comes down to this—you versus Mr. Freakshow in the LA Stadium. 
Unfortunately, the opposing team outguns you two to one. 


This S.O.B. has the devastator, the most lethal weapon available, and he. 
sure knows how to use it. His devastator fires just as fast as yours, but 
uses RPG ammo instead of the devastator rockets. Also, if he gets close 
enough he blasts you with a volley of telekinetic blasts, which can be just 
as deadly. To top it off, this guy doesn't fall for the holoduke trick quite 
as easily either! 


Tip: There's a blind spot in his firing arc, directly in 

front of him. If you remain at least 5O yards away 

from him, the first volley of rockets will pass on 

either side of you. Be prepared to dodge sideways 

when he corrects his aim, though! 
ਰਾ ыы L!G,A€ 


Help Along 
the Way— 
"Ahhh... | 
Needed That!" 


There are plenty of items scattered around Duke's world that he can use 
to his advantage. This chapter details those items—powerups and 
weapon ammo—and how they benefit Duke. 


Powerups 


Powerups are items that give Duke special powers or options. Most of 
these items can be picked up and used at a later time, but some are used 
instantly. 
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Armor 


Body armor is your closest friend, so wear it close to your 
heart—literally. You can find body armor laying around 
unused or sometimes on the bodies of pig cops. Full 
armor provides 100 points of extra protection, absorbing 
25 to 30 percent of any damage you take. Note that any damage you 
take comes off the armor first, while the balance comes off your health. 


Note: Used body armor, obtained from dead pig 
cops, only provides a fraction of the 100 percent 
protection. 


Holoduke 


The holoduke uses recently developed technology to project 

a likeness of its owner wherever it's placed. This projection 

is often mistaken for the real thing, especially by less intelli- 
gent aliens. The power cell of the holoduke is limited to about 
30 seconds. 


To use the holoduke, position yourself where you want it to appear and 
select it from your inventory. It appears right in front of you. You can also 
use the H key to activate the unit. 


Note: Picking up another holoduke while the first 
one is active replenishes its battery. 


You can deactivate the holoduke at any time by pressing the holoduke 
key again. The holoduke shuts off and retains its current energy level. 
Turning the unit back on repositions the holoduke at your current posi- 
tion. 


Note: If you activate a holoduke while you're flying, 
it'll drop to the nearest hard surface. If you activate 
it underwater, however, it "floats" in place. 


Jetpack 


The jetpack is the same model that the alien flying troopers 
use. It enables you to fly around and reach ledges, win- 
dows, and doors that are otherwise inaccessible from the 
ground. 


Once you've activated the jetpack, use the normal movement keys to 
move forward, backward, and side to side. The crouch key (default is the 
Z key) reduces the jetpack's thrust, causing you to lose altitude. The 
jump key (default is the A key) increases thrust, causing you to gain alti- 
tude. 


The jetpack has a small fuel tank, allowing for about 30 seconds of flying 
time. Picking up another jetpack while you're flying replenishes the fuel 
in the existing jetpack. Keep an eye on your fuel meter when you're in 
flight—if you run out of fuel in midair, the resulting fall can kill you. 


Successful flying takes plenty of practice. It takes even more skill to fly 
and fight at the same time. 


Small Medkit 


The small medkit is one of the powerups that's used 
instantly when you pick it up. This marvel of medical sci- 
ence increases your health by 10 points, up to a maxi- 
mum of 100. 


For example, if you have 20 health points, picking up a large medkit 
increases your health to 30. However, if you have 92 health points, pick- 
ing up a large medkit only increases your health to 100. 


Large Medkit 


This medkit is similar to the small medkit, except that it 
provides 30 points of health (up to a maximum of 100). 
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Portable Medkit 
The portable medkit provides 100 points of health 
that you can carry with you and use when needed. 
Just like the other medkits, it increases your health 
to a maximum of 100 points. Any remaining health 
points stay in the medkit. (For example, if you have 50 health points, 
activating the portable medkit boosts you to 100 points, leaving 50 
points remaining in the medkit.) To use the portable medkit, select it 
from your inventory or press the M key. 


Tip: Feeling crafty? Go into the Setup program and 
set the secondary medkit key to a frequently used 
combat key, such as Jump or Fire. That way you 
can continually replenish your health during battle 
without having to fumble for the medkit key. 


Healing Atom 


Not only does this beauty give you 50 points of 
health, it lets you exceed the usual limit of 100 
points. If you find enough healing atoms, you can go 
up to 200 points. 


Tip: Keep an eye out for these powerups and 
remember where you see them, if you don't use 
them right away. Return to them when you need 
them. 


Night Vision Goggles 


Duke Nukem's world can be a dim place. Many times 
you'll find yourself stumbling around in the dark while 
bad guys wait in the shadows. That's when you need 
night vision goggles. They amplify light and heat so you can spot enemies 
in even the darkest room. 


To use the goggles, select them from your inventory or press the N key. 
Your surroundings instantly become brighter, and you can see bright 
green shapes where the aliens are hiding. 


Like other powered items, the goggles have a limited life—about 40 sec- 
onds. You can replenish the goggles’ power supply by picking up another 
set of goggles. 


Tip: The night vision goggles can be used to discov- 
er secret messages in dark areas. Whenever you 
find yourself in an area so dark that all you can see 
is your weapon in front of you, switch on your gog- 
gles. You might just see a message on the wall that 
gives you a vital clue. 


Protective Boots 


Toxic waste and lava run freely in Duke's world. In 
some situations you may have to cross a lake or river of 
the nasty stuff, taking damage with every step. It's 
always a good idea to have protection. 


Protective boots protect you from toxic waste and lava flows. However, 
fire can still burn you—the boots only protect your feet. 


Use of the boots is automatic, as long as you have them in your invento- 
ry. However, the protective material degrades with use, providing rough- 
ly one minute of full exposure. 


Duke may think he can walk on water, but even he 
knows that he can only hold his breath underwater for 
so long (about 10 seconds). It's lucky that there's plenty 
of scuba gear scattered about. 


Scuba Gear lh 


Each set of gear contains enough air for about four minutes. Use of the 
scuba gear is automatic, as long as you have it in your inventory. Picking 
up another set of scuba gear replenishes your air. 
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Steroids 


Duke doesn't condone the use of drugs—unless they can 

help him out of a bind! Bottles of this physique-enhancing 

drug are scattered throughout the levels. On steroids, you 

run twice as fast and inflict twice as much damage with your kick. To 
use the steroids, select them from your inventory or press the R key. 


You must take the entire bottle of steroids at once, which provides you 
with a 15-second rush. Make the most of it! 


Ammo 


The world of Duke Nukem is a dangerous place, and you're going to 
need to do a lot of reloading. As luck would have it, each level is chock 
full of heavy ammunition. The following sections detail the types of 
ammo you can find scattered throughout the game. 


Note: See Chapter 2, "Friends and Foes," for 
information on the weapons. 


Pistol Rounds 


. Rounds for the pistol are found in clips of 12. 


Shotgun Shells 


Shotgun shells are found in boxes of 10. 


Chaingun Rounds 


Rounds for the chaingun can be found in boxes of 50 rounds. 


RPG Rounds 


RPG rounds come in boxes of five. 


Pipe Bombs 


Pipe bombs can be found individually or in boxes of five. 


Note: When playing Dukematch, watch out for sin- 
gle pipe bombs. They might already belong to some- 
one who has his finger on the detonator! 


Shrinker Ammo 


Shrinker ammo resembles glowing green rocks and adds five shots to 
your shrinker. 


Devastator Ammo 


Devastator rounds come in boxes of 15. 


Laser Trip Mines 


Laser trip mines are always found individually. 


Freezethrower Ammo 


These batteries provide enough charge for 25 freezethrower shots. 
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Other Useful 
Items 


There are a variety of other useful items scattered throughout Duke's 
world that come in handy against the alien menace. 


Cameras and Monitors 


Security cameras and monitors have been installed in all of the levels. 
The cameras have been placed in key areas to keep a watch over impor- 
tant items or the workings of aliens. 


You can use the security monitors to check out the various camera 
views. Walk up to a station and press the spacebar to see the first camera 
view. Pressing the spacebar again changes the view to another camera, if 
more than one camera is linked to that monitor. When you've cycled 
through all available cameras, pressing the spacebar again exits the moni- 
tor. You can also press Esc or move backward to exit the monitor. 


Tip: Monitor screens are generally placed in control 
areas near the camera to which they're linked. For 
example, a camera in a reactor room is usually 
linked to a monitor in the reactor control room. If a 
monitor is near a door, it's usually linked to a cam- 
era on the other side of the door, so take a 
moment to check it out before opening the door. 


Canisters and Barrels 


Various canisters and barrels are scattered throughout the levels. The bar- 
rels are harmless enough and can be destroyed easily with a kick or bul- 
let. (Beware of the burning barrels, though; you can take damage if you 
get too close.) 


Canisters are another story. These gas-filled cylinders can explode, caus- 
ing severe bodily harm to everything around them. Treat them with 
respect and destroy them from a distance. 


Tip: Canisters are seldom intended as a hazard 
to you. Most of the time they're placed next to 
destructible walls or in locations where you need 
to kill groups of aliens quickly. 


There are other explosive items scattered about. Fire extinguishers, for 
example, will explode if you shoot them. The aliens also have several 
explosive devices—resembling pole lights—protecting certain areas. 


Garbage Cans 


Metal garbage cans serve as steps to high places and sometimes hide use- 
ful items. Make sure you don't need to stand on that can before you 
destroy it! 


Cracks 


Cracks in walls indicate that they can be blown out with any explosive 
weapon (or exploding canister), usually revealing a secret. 


Exit Switches 


Exit switches come in two varieties: red and green. Red switches take 
you to the next level, the green ones to secret levels. 
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Teleporters 
Teleporters can instantly transport you to another teleporter somewhere 


in that level. Step into one teleporter and you arrive in the other. Most of 
the time the second teleporter transports you back to the first. 


Teleporters can also transport RPG rounds and pipe bombs. You never 
know who (or what) is on the other side of a teleporter, so be sure to 
send 'em a present. 


Caution: If you're standing on a teleporter platform 
when someone or something teleports in, you'll be 
killed instantly! ы 


Vents 


You can kick or shoot out vents to gain access to the ventilation shafts. 


Water 


Take a sip of flowing water (press the spacebar) to get a point of health 
back, up to a maximum of 100. Of course, drinking all that water neces- 
sitates having to relieve yourself at a toilet or urinal, which can be good 
for 10 points of health. 


Sight-Seeing 
Guide— Uhn, 
uhn, uhn... 

Where 15 it?" 


This chapter gives you detailed information on each level of the regis- 
tered version of Duke Nukem 3D. Each level is broken down as follows: 


Overview 


A quick introduction to the level, and maybe some hints on how to 
complete it. 
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The High Points 


A series of steps that takes you through the level, step-by-step. It’s not 
always the shortest path, but the path that takes you to the following: 


@ All the access cards and the doors that use them. 


@ All areas of the level that contain other critical items (such as a jet- 
pack). 


@ Areas that place the player at maximum advantage against the oppo- 
sition. For example, if you can come in behind opponents to get the 
drop on them, that’s the way the walkthrough takes you. 


Note: Each level walkthrough is intended to be 
played at the highest difficulty setting (Come Get 
Some), with no equipment carried over from the 
previous level—just the pistol. The paths covered 
should be suitable for any lesser degree of difficulty, 
with any mix of equipment carried over from previ- 
ous levels. 


Each numbered item in this section has a matching number on the map 
for easy reference. 


Optional Paths 


This lists any optional paths you can take. If additional powerups or 
-weapons are necessary to follow these optional paths, they're listed here. 


Secret Areas 


This section lists all areas that the game considers secret areas. Each 
secret is described and given a letter. A corresponding letter appears on 
the map. 


Other Secrets 


There are ather hidden areas that the game doesn't score as actual 
secrets. These areas are listed here. 


Cheat Codes 


The following is a list of cheat codes that can be used in single-player 
mode. They aren't case-sensitive—they can be typed in either lower- or 


uppercase. 
DNCORNHOLIO 
DNKROZ 
DNSTUFF 


DNITEMS 
DNCASHMAN 


DNCLIP 


DNHYPER 


DNSKILL# 


DNRATE 


DNMONSTERS 
DNSCOTTY### 


God mode. 
God mode. 


All keys, all weapons, all powerups, and maxi- 
mum ammo. 


All powerups and all keys. 


Causes Duke to throw money when the spacebar 
is pressed. 


Turns clipping on and off. With clipping off, you 
can walk through most walls. 
Use steroids. 


Changes the skill level of the game, where # is a 
number between 0 and 3. This option restarts the 
current level. 


Displays the current frame rate in the top left cor- 
ner of the screen. 


Turns monsters on and off. 


Warps to another level, where ### is the episode 
and level. For example, typing DNSCOTTY305 
warps you to episode 3, level 5. 
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DNALLEN Displays “Buy Major Stryker.” 


DNBETA Displays “Pirates suck!” 
DNCOORDS Shows your position in coordinates. Useful if you 


want to tell others about interesting areas or effects. 
(“Go to these coordinates to see the Indiana Jones 


bit...) 
DNSHOWMAP Reveals or hides the entire map in map view (Tab). 
DNWEAPONS All the weapons and full ammo. 
DNINVENTORY All the powerups available in inventory. 
DNKEYS АП the access cards. 
DNDEBUG Displays or hides a text line in the upper-left corner 


of the screen. This line shows status information 
about the sprites and other items in the game. 


General Tips 


Here are some general tips you should keep in mind: 
© If you find a powerup, pick it up. Chances are you'll need it. 


For example, if you find a pair of night vision goggles, you'll probably 
encounter a dark room just ahead. 


@ Conserve ammo. 


Some levels have plenty of ammo, others have very little. If you care- 
lessly blast away at everything you see, you may find that you don’t 
have that precious RPG rocket when you need it. Make each shot 
count. 


@ Use natural cover. 


Many of the levels provide excellent sniping nooks and hiding areas. 
Learn to use strafing to move in and out of cover, shooting aliens 
from protective areas. 


@ Use delayed-fire weapons to your advantage. 


Pipe bombs and laser trip mines can be diabolically effective if you 
have the time and ingenuity to master them. Set a few as a trap and 
lure aliens into them. 


@ Always check behind you. 


When starting a level, always backtrack a bit and check behind you 
to make sure there are no weapons and powerups hidden nearby. 
Many levels have critical items hidden by the starting area. 


@ Turn on lights whenever possible. 
@ Memorize the level. 


Nothing is more frustrating than getting lost in a level. Also, you 
may not be able to pick up ammo or a powerup the first time you 
encounter it, but later you should be able to find it if you've memo- 
rized its location. 


@ Listen! 


Get used to the different sounds the aliens make. Identifying a par- 
ticular grunt or scream as you walk into a room may help you 
decide on a particular weapon or strategy. 


@ Use bullet holes to find secret doors. 


Most doors don’t show bullet holes. If you’re sure a certain wall 
hides a door but you can’t find it, pepper the wall with bullets and 
try pushing the wall where the holes don’t appear. 


@ Balance your need to kill everything that moves with getting 
through the level in one piece. 


Although there’s a certain satisfaction in getting 100% kills, some- 
times searching for that last alien or figuring out how to kill all three 
of the sub-bosses can detract from the enjoyment of the game. 
Know when to say “enough” and head for the exit. 


Now let's play, shall we? 
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Episode 1, 
Level 1: Hollywood 
Holocaust 


You just got back from kicking some alien tail, and some other alien race blasted your 
ship from the sky! You managed to bail out, and now you're in the middle of alien- 
controlled LA. with just a pistol and a bad attitude. Time to kick some ugly alien butt! 


The High Points 


1. Get inside the theater. (Attack of the Bleached Blonde Biker Bimbos? Hey, that was 
playing last time you were in town!) 


The back entrance through the alley isn't the easiest way inside the theater. Grab 
the RPG from under the Innocent? sign and blow out the box office wall to get in 
through the front. 

2. Go to the projection booth and get the red access card. 


Use the vent in the bathroom or go up the stairs from the lobby to reach the pro- 
jection booth. Switch on the projector while you're there. (Yup, you've definitely 
seen this movie before—great ending!) 

3. Go up to the arcade and through the access door. 
Use the red key to open the door. When you get to the top of the ramp, a hole is 
blown in the far right wall. Move down this corridor to the door. 


4. Cross the bridge to the exit. 


Optional Paths 


This can be a very easy level because of the considerable firepower you can pick up 
from various areas. Scour this level for as much firepower as possible (see "Secret Areas" 
and "Other Secrets") before you exit. 
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A. 
B. 


6 
. There's a room overlooking the movie theater lobby, accessible by pushing the cash 


т 
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The ledge under the Innocent? sign has a hidden RPG. 


An L-shaped room across the street from the theater has several powerups and a 
machine gun. 


An alcove behind the movie poster in the L-shaped room contains steroids. 


register, that contains armor. 


. The secret room at the top of the bathroom vent shaft, right outside the projection 


booth, has a security monitor and shotgun ammo. 


. There's a compartment in the projector room that opens when you jump on the 


projector. It contains an RPG. 


. Behind the movie screen is a jetpack, chaingun, security monitor, and shotgun 


ammo. Use the RPG to blast a hole in the center of the screen after you've opened 
the curtains. 


. The apartment behind the Cinema sign has weapons galore. To reach the apart- 


ment, you can either use the jetpack or leap from the ledge outside to the palm 
tree to the apartment. 


Other Secrets 


I. 


Use a pipe bomb to destroy the corner of the bathroom vent. A holoduke is hidden 
inside. 


. Another holoduke is in a hidden cubbyhole next to the Duke Nukem II arcade 


machine. Push the machine to open the cubbyhole. 


. Jump on the trash can by the arcade elevator, jump up, and push the spacebar. 


Another secret alcove! This one has night vision goggles, a small medkit, and pipe 
bombs. 


. There’s an alcove all the way at the top of the alley, outside the back entrance to 


the theater. Use the jetpack to reach it, and watch out for the automated turrets. 
You'll be rewarded with a jetpack and some shotgun ammo. 
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Level 2: Red Light 
District 


What a great neighborhood—bars, strip clubs, porno shops... But what have these alien 
maggots gone and done to it? Better visit the old haunts and find out. 


beer High Points 


. Enter the bookstore. No time to browse—there's a multitude of weapons and 
powerups you need to pick up. Spend some time scouring the nooks and crannies 
before moving on. 


2. Unlock the red door by pressing the first and third buttons. Then move down the 
dark hallway to the elevator. 


3. Take the elevator to the second-floor apartment and get the blue access card from 
the nook in the wall. 


Take some time to waste the aliens outside on the street from the relative comfort 
and safety of this loft. (Hey, somebody didn't finish all their beer!) 


4. Drop down to the street and move to the entrance to the bar straight ahead. 


5. Use the control booth to blow up the building across the street. The blue access 
card unlocks the controls. Push the second and third buttons to release the deto- 
nator, then BOOM! (Heh, heh, heh, what a mess.) 


6. Explore the ruins of the demolished building for the yellow access card. 


There's an entrance to the sewers back here. Use a pipe bomb or rocket to remove 
the manhole cover. 


7. Use the yellow access card to gain entrance to the bar building, and move to the 
bar area. 


There's plenty to do along the way—you can kill a few aliens, shoot a little pool, 
use the secret door behind the toilet to get into the sewers... 


The red access card is in the cabinet behind the bar, under the broken mirror. 


8. Open the door to the dance floor and clear the room. Mow the aliens down, but 
don't hit the dancers! You're trying to protect these ladies, not kill them. Besides, 
two aliens appear for every dancer you kill. 

9. Go through the vent to move backstage. 


Litter the dance floor with pipebombs before you leave. When you return to this 
area it'll be swarming with aliens—one flick of the detonator and BOOM! (As 
Duke says, “Let God sort 'em out!”) 

10. Open the curtains with the switch. 


11. Use the raised platforms to jump up to the backstage area, and head for the exit. 


Optional Paths 


None, really. This is a pretty straightforward path, although you can omit the sewer trip 
if you want. 


Secret Areas 


A. Behind the counter in the bookstore, there’s a nook on top of the bookshelves that 
has a holoduke. 


B. One of the bookstore shelves swings open when you push it, revealing armor and 
pipe bombs. 

C. There’s a secret area in the hallway between the bookstore and the elevator. Look 
for the opening along the right wall, just before the elevator. You'll find a healing 
atom. 


D. The platform in the sewer, right down the ramp from the secret bathroom 
entrance, is loaded with powerups. 


E. There's a room behind the dancers on the right as you enter the strip club. Step on 
the couch across the room to open the door, then run and jump up to the stage to 
nab the chaingun and ammo. 


E There's a duct high on the wall of the strip club that leads backstage. Inside are a 
healing atom and some pipe bombs. 
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G. The ledge above the curtain switch contains night vision goggles. (Take a running 
leap off the large backstage platform, or use the jetpack.) 


H. A nook backstage contains a portable medkit. Look for where the light hits the wall 
between the crates. 


Other Secrets 


I. A nook in the bookstore bathroom contains night vision goggles. Use the hand 
dryer to open the nook. 


J. Blow up the crack in the wall next to the peepshow booths for an alternate route 
to the bathroom. 


К. Flip the lever by the apartment window to lower the “Duke Nukem Must Die!" 
sign across the street. 
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Level 3: Death Row 


Those dirty pigs captured you at the end of the last level, and now you're on their 
twisted version of death row. As if it wasn't bad enough that they took away all your 
weapons, they've just put you in the electric chair. Time to break out of the joint! 


ки High Points 


. Get off the hot seat and move quickly to the control booth on your right. Arm 
pec with the pistol behind the small panel at the rear of the booth. Push the 
button to the left of the observation window to lower the electric chair, and go get 
the shotgun behind it. 


2. Push the right-hand button in the control booth to open the curtain to the viewing 
area, and then move through the viewing area and into the hallway on the left. 


3. Head to the chapel on the left. Break out the stained-glass windows and press the 
icon in front of the altar to reveal the passage back to the secret area, which con- 
tains a chaingun. 


4. Leave the chapel, head to the left, and then go around the corner to the right. 
Move quickly down this hall, because the wall to your right explodes when you 
Walk past it. When it does, go back and enter the hole in the wall. Use the turning 
gears as steps to the control room (be careful!), where you'll find the blue access 
card in a cubbyhole. 


5. Go back to the main hallway and use the blue key card to enter the main prison 
block. (Watch your step. There are numerous laser trip mines and pig cops scat- 
tered throughout the prison.) 


6. Run up the ramp to the central control room on the left, and get the yellow access 
card. 


This room is booby-trapped. As soon as you get to the top of the ramp, two laser 
trip mines are triggered. Once you get past them and grab the key, several more 
mines are activated, blocking your way out. Unless you hustle, you'll have a tough 
time getting out of there in one piece. Run in, grab the key, and run out while the 
bombs are still arming. 


You'll also notice a shower room and two cell blocks with force-field doors. Find cell 
block 02 and remember its location. 


7. Continue down the other ramp. From a safe distance, shoot the yellow canisters. This 
trips the laser mine, kills the pig cop, and blows a hole in the wall. If you haven't 
been to the prison cell yet, use this hole to get there. 


8. Go through the door and down the ramp to your left. Use the yellow access card to 
open this door. Go through both sets of doors to the outdoor courtyard. From here, go 
all the way to the left to get the red access card. 


Plenty of action out here. Do what damage you can from just outside the door before 
running in and exposing yourself to multiple weapons fire. 


9. Return inside to the main chamber and use the red access card to access the security 
turnstile. (You can open either of the two red doors.) 


Press the button to the right of the turnstile to rotate it open. Move inside, and then 
press the button again to rotate the turnstile back. (Be careful—back up quickly so 
you don't get squished.) 


10. You can now see two alcoves with sliding doors. Behind these doors are the switches 
for the cell block force fields. Flip the switch in the right-hand alcove to turn off the 
force shield to cell block 02. 


11. Now go back to cell block 02 and use the switch to open the door to the third cell. 


12. Enter the tunnel hidden behind the girlie poster, blowing out the walls with pipe 
bombs as you go. You'll find yourself in a drainage tunnel that leads outside to the sub 
bay. 


13. Jump into the water, enter the sub from below, and punch the auto-destruct button. 


Optional Paths 


There's plenty to do and see in this level. Don't neglect the goodies in the chapel, the 
shower area, and the other cells in both blocks. The courtyard outside the prison has 
plenty of powerups and ammunition—stock up! 
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The area behind the electric chair has a shotgun and ammo. 


The ledge near the ceiling of the chapel contains a health atom and armor. Stand at 
the back of the chapel and you'll see a red button above the altar. Shoot the button 
to activate a lift that takes you to the ledge. 


The area behind the altar contains a chaingun and a special guest. 


The small space behind the cot in the prison cell contains RPG ammo. Push on the 
cot to move it out of the way. 


E&F. When the turnstile is closed, go through the red door. (You'll need to trip the laser 


— 


trip mines with a pipe bomb first.) Push the panel at the end of the bridge to reveal 
a map of the level and two alcoves above and to either side of you. The right 
alcove contains a health atom, and the left alcove contains pipe bombs. 


. There's a secret corridor above the pillars in the courtyard that contains three 


health atoms. Climb up one of the pillars, jump onto the ledge, and then climb up 
the ramp into the hidden corridor. It'll look like a solid wall, but you can walk right 
through it. 


. Blow up the wall above the red access card with a pipe bomb or rocket, and then 


jump from the upper ledge into the cave. You'll find some steroids and another 
wall that can be blown open for access to cell block 01. 


. There's a cubbyhole at the top of the right-hand pillar inside the sub bay, right next 


to the door to the courtyard. It contains night vision goggles. 


. Inside the sub, the door to the reactor room is in the wall behind the crate, to the 


right. 


Other Secrets 


K. 
b. 


M. 


Shoot the hanged monk to get another health atom. 


In the observation area by the electric chair, there's a hidden cubbyhole containing 
a holoduke. Look for the darker section of wall by the door. 


You'll find a health atom on the ledge above the turning gears, as well as night 
vision goggles in a hidden cubbyhole. 


. In the vent leading out of the turnstile, there's armor that is accessible only when 


the turnstile is closed. 
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Level 4: Toxic Dump 


Another deathtrap! You're caught inside the sub, and the water's rising. Those alien 
scum booby-trapped it! Time to take a dip... 


M High Points 


. Go underwater and press the top and bottom buttons to open the sub hatch. Pick 
up the scuba gear right outside the hatch. 


. Rise to the surface, then go up the corridor in the rock to reach the ledge with the 
blue access card. Grab the RPG on the ledge and take out the two turrets on the 
nuclear waste disposal facility across the water. 


. Go to the left of the building to find the entrance. Use the blue access card to gain 
access. 


. Take the first red door down to the floor of the factory and stand on the square 
with the yellow and black stripes. Eventually the mechanical claw will pick you up 
and carry you to the recycling area. Let the conveyor belt move you to the second 
claw, which drops you outside the control booth. (Warning: Wait for one of the 
barrels to set off the laser trip mine on the second claw route before you do this!) 


. Enter the control booth and open the red panel to get the red access card. 


. Return to the floor of the factory and head for the red access door. To the right is 
an access panel that's activated by the red access card. This triggers a shrink ray. 


. When the shrink ray hits you, move quickly through the floor vent on the right. 
Bear to the right until you come to the security room. 


Move quickly—the shrink ray wears off after a few seconds, and you'll get 
squished if you're still inside the vent. Also, watch out for the aliens in the security 
room. They'll step on you if you give them the chance. 


. Go to the switch on the other side of the security room. Once you're full-size 
again, flip the switch. Then let the shrink ray hit you again and go back through 
the vent. 


11. 


12, 


13. 


. Go through the access door, dive underwater, swim through the broken window, 


and head for the control center to the right. Flip the switch inside to raise the 
water level of the lake. 


When you're underwater, watch out for the mines and multiple octabrains in your 
path! If you end up spending a lot of time in the drink, you might want to return 
to the factory floor for the second set of scuba gear. Just go up the ramp right out- 
side the shrink ray area. 


. Swim to the surface of the lake and use the upward-slanting outcropping to jump 


to the ledge on the other side. 


If desired, you can exit the level from here. Jump from this ledge to the hidden 
teleporter in the wall to your left (see the secrets listed below). This teleporter 
takes you directly to the exit. 


Push the button in the control room around the corner to open access door 02. 
(You passed it underwater, remember?) 


Dive back into the lake, swim through the open access door, and swim through the 
broken window. This control room has a button that opens another access door. 


The other switch opens a door to a corridor with a holoduke. You might need this 
later. 


Swim through the open access door and through the gears to the room beyond. 
Look for the missing teeth in the gears. Swim between the gears when the two 
gray areas mesh. This is very tricky. 


. Rise to the surface and follow the current down to the waterfall. You fall into a 


large pool. Swim across to the red-lit room directly in front of you. 


. Inside the red-lit room, turn the switch to open the control booth above you and to 


your left. 


. Go back into the pool and swim up to the ramp directly in front of you. Climb the 


ramp and jump onto the ledge to your right. Follow this ledge around to the left 
until you get to the top of the tall, dark gray pillar. 


Okay, this next part's tough. See the area right across from you with the horizontal 
green stripe? You need to get there from here. Here's how: The red button to your 
right brings the pillar you're standing on together with the one across from you, 

then they both go back to their starting points. You need to shoot the button with 
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your pistol, quickly turn to your left, and move to the other pillar when the two 
come together. That pillar then carries you to the other side. 


This can be very frustrating. It'll probably take a number of shots to hit the button, 
and you'll probably end up in the drink a few times before you make it across. 


Keep trying! 
17. Head through the door, drop into the waste flow, and follow the long and winding 
current to the exit. 


Optional Paths 


This level has several hidden passages, so there are many possible paths. 


Secret Areas 


A. Blow up the rear of the underwater cave to the right of the sub hatch to reveal a 
secret passage. This passage leads to a small pool with a cocooned woman and a 
few barrels. The wall behind the barrels can be blown out to access the sub bay 
area. 


B. Walk over the fire on top of the sub. You'll hear a *clank." This closes the sub 
hatch and opens a secret panel inside the sub that contains a health atom, a 
portable medkit, and some armor. Walk over the fire again to reopen the hatch, 
swim back down into the sub, and get those goodies. 


C. The turret nook to the right of the blue key card hides a secret door with RPG 
ammo. Shoot out the turret, then take a running leap off the plateau into the nook. 


D. In the entrance hallway of the nuclear waste facility, the right-hand wall hides a 
door leading to a bunker overlooking the bay. Inside are some troopers and a chain- 


gun. 
E. There's a toxic sludge pit to the right of the conveyor belt leading from the factory 


control booth (where you found the red access card). At the end of this pit is a 
secret door hiding chaingun ammo. 


Е At the top of the same conveyor belt is a control center behind a pane of glass. The 
blue switch on the far wall opens the two pillars. The pillar nearest the switch 
hides a ledge with two health atoms. 


С. In the lake area, there's a dark ledge to the right of the upward-slanting outcrop- 
ping. Jump off the rightmost ledge to get to it. This area has RPG ammo and, far- 
ther back, a portable medkit and shotgun. 


Н. In the control room for access door #2, there's a secret area to the left of the red 
pillar. You'll find shotgun ammo and scuba gear. 


— 


. There's a crack in the wall just outside the switch to access door 02. Blow up the 
wall to reveal a small cave. 


J. At the rear of this cave is another crack, which leads to another cave with a health 
atom. 


K. This cave has yet another crack! This one leads back to the sub bay. 


L. Past the gears, there's a crack in the wall along the waterway leading to the large 
pool. The teleporter behind it takes you to a secret room with RPG ammo and 
another waterfall leading to the large pool. 


M. In the room you accessed in step 16, shoot out the fan across the slime pool to 
reveal a hidden room with two health atoms. 


N. In the last lighted area before the exit, a cracked wall hides the secret level exit. 
This takes you to the secret Launch Facility level. 


Other Secrets 


O. The turret nook to the left of the blue key card contains two secret doors, one of 
which contains a holoduke. 


P. Blow up the mine next to the water level control center to open the wall behind it, 
revealing a chaingun and ammo. 


Q. There's a secret passage behind the moving black pillar you stood on in step 16. 
This area is very difficult and dangerous to access! You must shoot the activator 
switch from the water line, dive below the surface, and shoot out the fan before 
the pillar returns. Resurface, shoot the button again, and swim down into the pas- 
sage. Inside is an RPG and ammo, as well as a switch that activates the pillars so 
you can get out. 
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Secret Level: 
Launch Facility 


So this is how those alien maggots are getting our chicks to their ships orbiting the 
planet. Well, this is one rocket that ain't makin’ the trip! 


me High Points 


. Move to the landing on the other side of the sludge pit, behind the rotating pillar, 
and flip the switch. This lowers the force shield at the exit from this room. (Don't 
stay in the sludge too long, especially if you don't have boots.) 


2. Move beyond the now-lowered force shield, down the hallway to the main control 
area. 


Watch your back! As you get near the exit, a door opens behind you. Take out the 
aliens and grab the armor before continuing. 


3. Go past the sludge pool to the central room, and then move up the circular ramp 
to your left. Use the pillars as cover—the air will be thick with weapons fire. 


4. At the top of the ramp, unlock the control booth by pressing the first, third, and 
fourth buttons. (Opening this door also opens a secret door in the sludge pool you 
just passed.) Go across the bridge, grab the blue access card, and push the button 
to deactivate force field 01. 


5. Go back down the ramps and pass through the now-deactivated force field to get to 
area 01. You might want to flip the switch at the top of the ramp to turn on the 
lights in the area beyond. 


6. Drop down into the large chamber and follow the ramp to the left. It takes you to 
the control booth overlooking the launch pad. 


7. Use the blue access card to raise the rocket. This also opens the access door to the 
hangar in area 02. 


8. Move through the now-opened access door to the hangar control booth, grab the 
red access card, and push the switch to open the hangar doors. 
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The hangar area is well guarded, as is the launch pad. Stay sharp! 


. Move across the launch pad to the elevator next to the rocket. Take the elevator up to 


the rocket control tower. Be sure to grab the jetpack. 


Take the teleporter to the inside of the rocket, use the red access card (which opens 
the detonation panel in the launch area), and return to the control tower. 


Return to the launch pad (via elevator or jetpack), drop down into the detonation con- 
trol center to the left of the hangar doors, and flip the switch to blow up the rocket. 


Stay in the control center until the rocket is completely destroyed. The explosions 
around the launch area can be deadly. 


. Ride down the now-accessible elevator straight in front of you. 
. Head down the corridor to the control room and flip the switch to your left. This 


opens the door to the tunnel. Then ride the sludge flow to the exit. 


Optional Paths 


There aren't many. You need the blue access card to get to the red access card, and you 
need the red access card to blow up the rocket. You can go back inside the facility any time 
after using the blue card, because you can deactivate force shield 42 from the hangar side. 


Secret Areas 


A. 


D. 


There's a blocked underwater corridor at the bottom of the sludge pit just past the first 
force shield. The corridor opens up when you unlock the control booth at the top of 
the pillar in the main area. Emerge at the end of this corridor to find a small pool with 
several powerups. 


. Above the RPG in area 02 is a fan. Shoot out the fan and use the jetpack to get the 


pipe bombs in the duct. 


. In the hangar control booth, there's a secret area containing armor in the wall opposite 


the hangar door switch. 
In the area beneath the rocket, there are three health atoms behind the control panel. 
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Level 5: The Abyss 


Hello... hello... hello... Heh, heh, heh, gotta love that echo. These cliffs look pretty 
steep, and it's a long way down. And isn't that ol' San Andreas Fault around here some- 
place? Whole lotta shakin' goin' on... 


350 High Points 


1. Stay to the right walkway of the tunnel, and go to the right until you come to a 
small room. Inside are a pair of boots, which will come in very handy in this level. 


2. Jump across to the left ledge and go down the ramp to the edge of the sludge pool. 


3. Jump into the sludge and take the falls over the edge to the cliff area. Stay to the 
left as you go over the falls. 


(If you have the jetpack, you can omit the next three steps. After dropping off the 
sludge falls, follow the right-hand ledge around until you get to the cubbyhole with 
the night vision goggles. Use the jetpack to move to the top of the plateau behind 
you with the San Andreas Fault plaque. Skip to step 7.)- 


4. Take the left-hand ledge around to the blue access card. 


On the floor of the canyon under the ledge with the blue access card, there's a 
nook with a chaingun. To get to this area, drop off the ledge or take the ramp 
down by the waterfall. 


5. Jump back up over the waterfall and move left through the sludge to the blue 
access door. Use the key to open this door and move to the other side. 


6. Jump across the chasm to the inside of the center plateau, then bear right until you 
see the two cacti and the San Andreas Fault plaque. Jump across. 


7. Walk up and touch the plaque. *Holy s***!" 


8. Jump across to the ledges directly to your left and follow the slopes all the way 
down to the new floor of the canyon. 


9. Enter the dark passage on the other side of the river of sludge. Now would be an 
excellent time to use those night vision goggles! 


Қ 
18. 


. At the top of this flight of stairs, make a U-turn to your left and go up the second 


flight of stairs. 


. Drop into the fire pit area and touch one of the yellow handprints to open the door 


into the adjoining corridor. 


. Follow the corridor to a large circular room and drop down to the floor of the room. 
. Use the handprint switch to your right to activate the stairs, which lead up to a sec- 


ond handprint switch. When you reach the platform with the second switch, an 
earthquake is triggered. (ЇЇ not, jump on and off of the ledge with the second switch 
until it's triggered. This will be important later.) Use the second switch to activate 
the lift to the third switch across the room—as soon as you press the switch, jump 
off the ledge you're on, run across the room, and jump onto the lift before it gets too 
high. The third handprint switch activates a shrink ray. Let it shrink you, and then 
drop off the ledge and run out through the small hole on your right. Hurry! 


. Bear left and move down the ramp to the lava flow. (You'll find some boots to your 


left on the way. Nab 'em.) Move directly across the lava flow to the cave opening. 
From here, follow the twisty, upward-slanting ramp. Bear to the right. 


. Follow this corridor until you get to the canyon with the alien ship. There are 


numerous aliens and health atoms along your way. 


. There's a path made up of rock pillars that leads to the other side of the canyon. 


Leap across these pillars, but be careful—it's a loooong way down. 
Follow the corridor up to the entrance to the alien ship. 


Move through the entrance to the access door. Open the door and press the switch 
inside to reveal a hole in the floor. Drop down this hole to get to the control room. 


There's plenty of ammo stored in this control room. Explore the perimeter to find 
two ammo niches. After that, there are two more niches containing weapons in the 
pillars at the center of the room. Jump up to the lowest ledge, then to the opposite 
ledge, up to the niche above it, and finally across to the opposite niche. (You have to 
enter the two niches along the perimeter to lower these middle ledges, by the way.) 


. Open the door to the boss's chamber and mow him down. 
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Killing the Boss 


Well, it's not gonna be that easy. This boy is tough. To catch him 
at a disadvantage, try this: 


Open the door and step into the chamber. Turn around, switch 
to run mode, and start walking backward. As soon as the door 
begins to shut, run back into the control room. (Note that this is 
a close call—you have to time it exactly right. If you can't get 
inside in time, you're going to be stuck in the same room with 
this guy.) Open the door again. This time it'll stay open. 


Go back into the chamber. When you hear the explosion and see 
the boss appear, get his attention and move back to the control 
room. He cant get inside and will stand right outside the door. 
Now you can fire at will while taking little or no damage. It's best 
if you stand on the left side of the door and keep a safe dis- 
tance. That way his chaingun fire is blocked by the door, and his 
mortar rounds can't hurt you. The RPG is your best bet—it'll 
take 35-45 direct hits to drop him. 


Optional Paths 


There are several optional paths, especially if you have the jetpack! Explore every nook 


and cranny of the canyons. 


Secret Areas 


. Right outside the fire pit area, there's a secret compartment in the wall to the left 


of the pipe bombs. It contains steroids. 
. Jump into the fire pit to teleport to a secret room with two health atoms. 


C. In the same room, the ledge containing the RPG rounds is another secret area. 


. Bear to the right at the bottom of the lava pool and climb the cliffs toward the 
sludge falls. Keep moving upward and to the right. At the top there's a wall that 
can be blown out, revealing a long passageway back to the canyon. 


E. Across from this cracked wall, on the small island with the pillar, there's a hand- 
print switch that opens a secret door to the left. The passage beyond leads back to 
a cave with some health atoms and a rather fetching woman in a loincloth doing a 
freaky dance. (Watch out for the fire!) 


Е On the wall to the right of the entrance to the spaceship, there's a secret door 
revealing a passage to a health atom. 


Other Secrets 


G. In the small room across from the top of the first dark staircase, there's a secret 
panel containing a portable medkit. Instead of making the U-turn in step 10, con- 
tinue straight across the landing and take the staircase down. The room is on your 
right, down about three stairs. Press the handprint switch to reveal the medkit. 


H. A chaingun is hidden behind the waterfall at the bottom of the same staircase. 


— 


. Inside the fire pit room there's a secret wall that opens to reveal ап RPG. 


J. Another ledge in the fire pit room contains night vision goggles. Jump there from 
the top of the door or the RPG ledge. 


K. Take the jetpack to the shrinker area. There’s an interesting message from the 
Level Lord. 
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Episode 2, Level 1: 
Spaceport 


It's time to take the fight to those alien bastards! They're launching an offensive from 
this orbiting space station. If you make it through alive, you might just be able to take a 
joyride in one of their shuttles... 


мө High Points 


. Step backward into the teleporter, grab the RPG and steroids from inside the ship, 
and return to the station through the same teleporter. 


2. Move around the corner to the security station and deactivate the force shield. 


3. Move through the lowered force field, down the corridor, through the door, and 
into the area with the glowing red pillar. 


4. Enter the supply room to the right and grab the powerups and the blue access 
card. 


You'll need almost everything in this room, so grab it all. 


5. Take the lift to the control room and use the blue access card to unlock the eleva- 
tor. 


6. Take the unlocked elevator up to the second level. 


Use the green crate to reach the alcove containing the jetpack. Use the jetpack to 
reach the upper alcove, which contains a health atom. 


7. Blow up the yellow canisters, enter the broken elevator, and flip the lever inside. 
This lever releases the controls for the force field on the central pillar. 


8. Move up the ramp to the control room and turn off the force field by setting the 
switches to red, red, green, red (from left to right). 


9. Jump down into the pillar. 


10. Grab the red access card and push the button right across from it to reveal a jet- 
pack and two health atoms. Use the jetpack to fly back up to the second level. 
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Go through the door across from the switches you used to lower the pillar’s force 
field. Use the red access card to open the access door to the shuttle. 


Board the shuttle and punch the exit button. 


Optional Paths 


None, really. Although the jetpack and secret duct do offer some alternatives... 


Secret Areas 


A. 


т] 


Around the corner to the left of your starting position is a security monitor. As you 
approach the monitor, a secret room opens behind you to reveal some RPG ammo. 


. А secret door behind the center screens in the first security station leads to a secret 


room with a health atom. 


. In the connecting hallway leading to the room with the pillar, there's a hidden duct 


behind the Authorized Personnel sign high up on the wall. The duct leads to the 
storage room. 


. There's a secret room outside and to the left of the storage room. Inside is some 


chaingun ammo. When you leave the upper ledge on the top level (the one with 
the atomic health power up), this door opens. It stays open for a limited time, so 
you have to quickly take the elevator back down to the first level, or drop down 
the central pillar if you've lowered the force field. 


. Near the top of the red pillar, there's a corridor leading to a room with a devastator. 


. In the corridor leading to the red access door, there's a secret elevator recessed in 


the floor. (Look for the lighted oval.) This leads to a secret area with a shrinker and 
some armor, as well as a passage back to the second level. 


Other Secrets 


G. 


H. 


There's a holoduke behind the right-hand screen in the control booth with the blue 
access card reader. 


The white wall in the storage room slides up to reveal a pool. The pool contains a 
chaingun and night vision goggles. 


. There's a dome room all the way at the top of the main pillar. Nice view. 
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Level 2: Incubator 


Hmm, this station is looking a little green around the gills. The aliens must be using it 
for some really foul stuff. 


The High Points 


1. Open the shuttle door and enter the station. 


2. Move down the hall to the observation bay and flip the yellow switch. This opens 
the shutters and the door behind you. Directly to your right is a health atom. 


There’s also a panel here that slides open to reveal pipe bombs. 


3. Move through the open door, and then up the ramp to the security area. (Stand 
outside the security area for a second and the doors drop down.) 


4. Proceed up the ramp to the right, and flip the switch next to the security monitor. 
This lowers the force field to the secured area. 


5. Move through the now-deactivated security field. 


6. Proceed down the left-hand hallway to the door at the end. Pick up the yellow 
access card at the bottom of the ramp. 


7. Go back up and around the right-hand hallway to the locked door. Open the door 
with the yellow access card. Inside, use the pistol to shoot the switch next to the 
security monitor. 


8. Exit the room and go down the ramp to your left. This takes you down to the 
waterfall, which leads into the (shudder) incubation area. 


9. Wade across the pool to the left. There’s a green circle halfway up the wall on the 
left-hand side. This opens up the exit. 


10. Drop down to the red-lit area and hit the exit switch. 


Optional Paths 


None. This level must be played through sequentially. 


Secret Areas 


A. In the observation bay, the small alcove with the pipe bombs has a secret door that 
leads to an area with a security monitor and armor. (This actually counts as two 
secrets.) 


B. You can leap through the EDF logo on the way to the security rooms. The hidden 
alcove contains a portable medkit. 


C. To the right of the armory in the first security room, there's a secret room contain- 
ing a holoduke and a freezethrower. 


D. In the upper security room, directly across from the entrance, there's a secret 
alcove containing chaingun ammo. 


Other Secrets 


E. Just outside the shuttle, there's a shotgun behind a secret compartment in the left- 
hand wall. 


E. The other secret panel in the observation room has night vision goggles. 


G. The turret alcove in the incubation room has a secret panel that contains pipe 
bombs. 
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Level 3: Warp 
Factor 


A-ha! An alien ship. You can do some real damage here! Crash the party inside! 


ин High Points 


. Exit the elevator, grab the chaingun to your right, and then enter the access chamber. 


There are lots of hidden areas in this chamber. Be sure to visit the armory, the storage 
locker (use the switch to open it), and the reactor control center. 


2. Take the left-hand elevator down to the ruined section of the ship, gather all the 
powerups and the blue access card, and return to the access chamber. 


To avoid taking any damage in the explosions, step close to the elevator but don't 
enter it. When the elevator begins to descend, jump backwards to stay in the access 
chamber. After the explosions stop, return the elevator to the top and then take it 
back down. 


3. Take the right-hand elevator down. 
First, send down a pipe bomb or two to take out the laser trip mines. 


4. Go down the ramp, take the first right, and use the blue access card to open the ele- 
vator. It takes you up to the right-hand engine nacelle. 


5. Turn right and head down the corridor. Right before the third door, there's a switch 
on your right. This brings the shuttle to you. Enter the shuttle and flip either switch. 
This takes you to the other side. Head down the corridor to the left-hand nacelle. 


6. In the center of the nacelle, to your left is a control center. The center button opens 
the doors so that you can get the yellow access card. Alternately, you can shoot the 
switch behind the card through the cracks in the doors. 


Also, you may want to take the elevator directly behind you. It takes you to the 
health atoms in the ruined level below. 


7. Take the shuttle back to the left-hand nacelle, go back down the blue access elevator, 
and enter the control center through the main door to your right. 
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. Open the yellow access door and take the escalator up to the control room. 


Directly in front of you is a secret panel hiding a devastator. Grab it. 


. Enter the control room and flip the switch to deactivate the reactor force shield. 


You may want to make your way to the navigation area in the front of this room 
and use the switch behind the globe to open the shutters. 


. Go back down the escalator and return to the reactor access door. Open the door 


and run to the lift. 


The blue room on the way to the reactor can be deadly, so don't stay inside for too 
long. Open the door and wait for a gap in the turning walls, then use the steroids 
and run between them to the elevator. 


Take the elevator to the lower level and hit the exit switch. 


Optional Paths 


There aren't many ways to cover this level without hitting all the points above. 
However, you can also explore the rooms at the tip of the nacelles and visit the secret 
areas listed below. 


Secret Areas 


A. In the control room, find the nook with the steroids. Up in the left-hand corner is a 


switch. Shoot the switch with the pistol and then run around to the other side of 
the room. If you're fast enough, you'll be able to get to the hidden door before it 
Closes. Inside is a turbo lift that takes you to... the bridge of the NC-1701D! Make 
it so, Number One. . 


. In the captain's ready room, use the computer console on the desk to open the 


door to the Really Ready Room! (Starship captains must get really lonely...) 


Other Secrets 


C. There are several secret panels in the first access chamber. 
D. The secret room behind the retractable view screen contains a shrinker. 
E. There's a devastator behind a secret panel right at the top of the escalators. 
E. In the control room, a secret panel between the two banks of monitors contains a 


holoduke. 


G. The map in the navigation area slides up for access to the control room. 
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Level 4: Fusion 


There’s enough power in the air here to light up Las Vegas. Gotta find the reactor and 
blow it to bits! 


ыз High Points 


1. Open the door to the station and make your way through the winding corridor to 
the first outside access door. 


There are a few essential items you can pick up on your way, including night vision 
goggles, an RPG, and a health atom. 


2. Open the access door and make your way across the landing to the elevator. Take it 
down to the piston room. 


3. Follow the curve of the piston room around and take the secret tunnel (behind the 
panel in the wall of the second ledge) down to the two health atoms. Flip the 
handprint switch and return to the main piston room. (This switch opens the eleva- 
tor out of this room.) 


4. Take the newly opened lift up to the paddle room. 


5. Flip both underwater switches to open the lift located at the opposite end of the 
room. 


Flipping these switches can be hazardous to your health. Swim with the paddles, 
not against them. And don’t stay under too long. 


6. Take the lift up to the upper landing and shoot the switch on the other side. This 
brings the bridge across to you. Stand on the bridge and shoot the button again to 
get to the other side. 


Before entering the room located beyond this door, toss a few pipe bombs through 
the slotted windows to clear out some of the slimers. 


7. Move through the egg room and the door until you reach the hallway beyond. 
8. Continue down the hallway to the next elevator and take it to the room above. 


9. Grab the devastator from the center of the room and walk past the windows. 
When the wall blows open, go inside and flip the switch to open the door. You'll 
have to run to get through before it closes. 


Don't use the devastator on the opposition here. Save your rounds for later—you'll 
need them. 


10. Stand on the bridge. Shoot the switch on the other side of the chasm to move 
across. 


11. Move into the fusion generator room. When you walk in, the protective walls 
around the generator drop. Wait until the generator is exposed and then lob a pipe 
bomb into it. Move back out on the platform outside the room and let ‘er rip! 


12. Take the elevator revealed by the explosion up to the last platform. 


13. If you have a jetpack, fly to the platform across the chasm. If not, take a flying leap 
directly ahead. You’ll land on a ledge just under that platform with a jetpack and 
two health atoms. Then fly back up to the platform. 


Careful here—it’s a long way down! You may not land on the ledge, but at least 
grab the jetpack on your way down. Prepare to press the J key to activate the jet- 
pack—you need to be quick! 


14. Step up to the last door (which opens automatically) and clear the room beyond. 
As you move around the room, the exit switch rises up from the floor. 


Optional Paths 


There are plenty of optional paths if you have the jetpack. You can use it to get to the 
generator from the first outside door. You can even skip everything from the first outside 
platform to the exit, if you want—just fly to the left of the first platform to the exit room 
door. 
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Secret Areas 


A. There's a tunnel behind the second ledge in the piston room. It leads down to two 
health atoms and a handprint switch that opens the elevator in the back corner of 
the piston room. 


B. At the other end of the same tunnel, jump up and to the left to find a cubbyhole 
with some pipe bombs. 


C. At the bottom of two of the pistons, there's an area with a chaingun (see *Other 
Secrets" below). A secret door on the wall of this area hides some ammo for the 
chaingun. 


D. In the paddle room, walk by the security screen to open a door behind the trooper 
staging area, which contains a freezethrower and ammo. (Note: Both underwater 
door levers must be thrown first.) 


E. After entering the egg room, go up into the raised room on the left. The corner by 
the slotted window contains a secret area with armor. 


"n 


. In the hallway beyond the egg room, the rafter spanning the first hallway hides a 
duct. Use the crack in the wall (caused by the exploding canisters) to jump up to 
the top of the rafter and into the duct. 


G. Follow this duct around to a chamber with a bound woman and a health atom. 
The right-hand wall of this chamber is cracked. Blow out the wall to get some RPG 
rounds. 


Other Secrets 


H. There's a shotgun behind the first cocooned woman. 
I. Step to the first security monitor to reveal a health atom behind you. 
J. There's a shrinker in the egg room, behind the eggs. 


ZN 
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Level 5: Occupied 
Territory 


Hmm. Another station overrun with alien vermin. Well, it’s time for a raid! 


"e High Points 


. Flip the switch to open the door, and move to the security booth to reopen the 
RS blast door. 


2. Move through the corridor to the outside area and cross to the opposite door. Enter 
the red-lit area inside and go through the second door. 


3. Go down the ramp into the inner courtyard and go to the left to the alien egg cave. 
Be sure to clear the cave of eggs before entering. 


4. Continue up the escalator to the room at the top. Clear the room, get the red 
access card, and return to the main courtyard. 


Stay to the extreme left and right of the escalator to avoid the laser fire. 


5. Continue left around the circumference of the courtyard, and then use the red - 
access card to lower the ramp. 


6. At the top of the ramp there's a door that leads to a control room. Enter the room 
and grab the blue access card. 


This room is guarded by at least one sub-boss. Get his attention and return to the 
courtyard. Drop a holoduke out in a clear area and continue around the courtyard. 
The sub-boss(es) will attack the holoduke, allowing you to come around behind. 


7. Go back down the ramp and use the blue access card to gain access to the center 
pillar. 


8. Enter the pillar and flip the switch next to the security monitor to open the door 
on the other end of the pillar. 


Watch out for surprise enforcer attacks. These guys are everywhere. Kill ‘em all and let 
God sort ‘em out! 


9. Go back out into the courtyard and around to the other door. Follow either corridor up 
to the control booth. 


10. At the control booth, push the button to raise the bridge and reveal the exit. 


The sub-bosses guarding the exit are especially tough to kill. Try this strategy: Stand on 
the right side of the booth by the switch so that the right half of the bosses’ platform is 

obscured. Flip the switch and let the leftmost boss have it. The rightmost boss won’t be 
able to hit you through the wall of the booth. Reposition yourself to take out the other 

boss in the same manner. 


11. Cross the bridge and flip the lever to open the exit. Punch the exit button to move on. 


Optional Paths 


If you have the jetpack, you can reach the control booth from inside the pillar without hav- 
ing to flip the switch and use the door and corridors. 


Secret Areas 


A. Below and to the right of the first large blast door, there’s a secret area with a health 
atom. 


B. There’s a sentry drone pen right above the door leading outside. (It opens when you 
reach the ramp across the bridge.) Use the jetpack to reach this door. Grab the RPG 
ammo and the health atom. 


C. At the top of the center section in the outside area, there’s a duct with armor and an 
RPG. 


D. In the sub-boss control room, push the lower-right panel to reveal a passage with laser 
trip mines and a health atom. 


Other Secrets 


E. Halfway across the bridge to the exit, turn and look back toward the control booth. 
There’s a switch high up on a column to the right of the booth. Shoot the switch to 
open a secret exit to the left of the bridge as you face the control booth. It takes you to 
the Spin Cycle level. 
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Secret Level 1: 
Spin Cycle 


Secret level, eh? Looks pretty freaky. Just run around a bit and shoot anything that 
moves, right? Whoa! Better stay off that center section! You might just need some 
Dramamine. 


"n High Points 


. Activate all the switches on the outer perimeter. Use the blue strip to move 
between rooms. Only move onto the rotating walkway if you have to avoid enemy 
fire. 


2. Activate all the center switches. 
3. Move to the exit and punch the exit button. 
Watch out for the sub-bosses! 


Optional Paths 


You can flip the switches in any order. Each outer switch opens an inner door. You must 
flip all the inner switches to gain access to the exit. 


Secret Areas 


None. 


Other Secrets 


None. 


98 Е Episode 2 


Level б: Tiberius Station @ 99 


Level 6: Tiberius 
Station 


Now this station looks a little more docile. Wait a second, what's that slithering around 
in the air ducts? Hmm, this is another area in need of some spring cleaning! 


The High Points 


1. Jump up to the vent above the door, kick it in, and proceed to the control center. 


Almost every section of this station is in the dark. Unless you have night vision 
goggles, turn on the lights before stepping into a dark room. 


2. Push the button directly in front of you to open the main door to the station, drop 
out of the control booth, and go through the open door. 


If you want to stock up first, there are two supply closets in this lobby. To open 
each closet, flip the switch in the hallway on the opposite end of the lobby, jump 
through the window, and run for the door before it closes. 


3. Move to either elevator in the dark hallway and take it to the control booth 
upstairs. 


Use pipe bombs or the RPG to clear out the dark hallway before stepping inside. 


4. Grab the blue access card from the counter and return downstairs. If you want, 
venture into the air duct system from here. However, be prepared for plenty of 
resistance from those creepy slimers on the floors and ceilings. 


You can get a devastator by flipping the switch to the right of the window and run- 
ning down to get through the open door before it shuts again. You can see the door 
from the window, so do a test—flip the switch and watch the door to get a sense 
of how long it stays open. 


5. Take the doorway leading farther into the station. 
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Open and shut the door, and then stand by it. You can hear the sentry drones 
detonate harmlessly on the other side of the door. Watch out for the laser trip 
mines that periodically activate in these hallways. 


. Pass through the second door at the top of the ramp. Then go to the end of the 


hallway and the blue access door. 


If you need to stock up, there's a bathroom on your left with trip mines and some 
ammo. 


. Use the blue access card to open the door, flip the switch to assemble the bridge, 


and cross to the other side of the sludge pit. 


. Grab the scuba gear to your right and go for a dip in the sludge to retrieve the red 


access card. It's right under the platform with the scuba gear. 


. Return to the platform and take the short elevator up to the walkway. 
. Follow the walkway across the bridge and to the secure door. Use the red access 


card to open it. 


Be careful when this door opens. А sub-boss guards this area—retreat to the other 
end of the bridge and snipe at him with the RPG. 


Blow up the canisters and enter the exposed duct in the crater. (It's right behind 
the fire.) 


Crawl up to the exit room and punch out. 


Optional Paths 


If you have the jetpack, you can access many of the ducts wherever and whenever you 
want. In fact, you can complete this level without any access cards. Here's how: don't 
go up to the inside control booth where the blue access card is. After going through the 
first thick iron door, use the jetpack to get into the vent straight in front of you. Take the 
jog left to the exit room. (This has the added benefit of not spawning the sub-boss.) 


Secret Areas 


A. There's a secret room with a portable medkit at the back of the supply closet with 


B. 


the armor. 


There's a crack in wall right outside the first access door. Blow up the wall to gain 
access to the ducts in this area. 


C. In the dark hallway, there's a false wall across from the drinking fountain. The 
secret room beyond contains two boxes of pipe bombs. 


D. There's a secret door to the left of the door to the radioactive materials room 
(where the devastator is). You can see the faint indentation in the blue-and-white- 
striped wall. The room holds chaingun ammo and steroids. 


E. Halfway along the right wall of the sludge pit, in the alcove where the bridge 
retracts, there's a secret door at the water line. The room beyond contains two 
health atoms. 


E. A similar secret area is along the left-hand wall, in the same alcove where the 
bridge retracts. 


G. There's another crack in the wall on the walkway right before the bridge to the 
exit. Blow this open to find a jetpack and a way back to the main station lobby. 


H. Enter the vent in the floor of the sub-boss room. You'll hear a door opening. 
Quickly switch on your jetpack and go through the first vent on your left. You'll 
see a door opening near the ceiling, to the left of the hole in the wall you created 
earlier. There's an RPG inside. Be quick! 
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Level 7 


EIE s 


Level 7: Lunar 
Reactor 


One small step for man, one giant boot in some alien bastard’s teeth. Mr. Armstrong 
never thought we’d be battling aliens when he took his first walk here! Just be ready for 
a lot of leaping and slogging through sludge. 


"ie High Points 


. Move inside the station and head left into area 04 and the restricted area door. You 
may want to jump into one of the open ducts to get the devastator before you con- 
tinue. 


2. Clear the bathroom and grab the blue access card from the third stall from the left. 
Follow the duct in the second stall to find more devastator ammo. 


3. Return to the main hallway and unlock the crew quarters in area 02 with the blue 
access card. 


The vent right inside the crew quarters door contains more devastator ammo and is 
now connected to the other ducts. 


4. Make your way on into the crew quarters. Check all the lockers and blow up the 
cracks in the walls to surprise the resting aliens. Beware—a group of enforcers 
shows up, and they don't appreciate you poking around in their stuff... 


5. Drop down the red-lit shaft to the small room below. Use the switch to move the 
walls and run to the right to the electrical room. Watch out or the walls will crush 
you. 


6. Flip the lever in the electrical room to move the walls and return to the bottom of 
the red-lit shaft. Move the walls again and move across to the grate directly oppo- 
site the shaft. 


7. See the ledge below and to the right of you across the chasm? Take a running leap. 
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Careful—it's a long way down. Unless your timing is absolutely perfect, you'll 
probably need steroids to make this leap. Of course, use the jetpack if you have 
one! (There's a jetpack at the bottom of the chasm if you need to recharge the one 
you have.) 


. Retrieve the yellow access card and move down the hallway. When you get to the 


indentation in the floor, the roof begins to collapse. Back up quickly or get 
squished! 


. Go back down the hall and take the hole in the wall to the vent beyond. 
. Follow the vent (which probably has a number of holes in it) until you get to the 


sludge pool under the crew quarters entrance. 


If you need boots, run up the sludge flow to the staircase on the left. There's a set 
of boots at the top. 


Move up the flow to the turning gear and follow it around to the room with the 
red access card. 


Go back through the gear and down the sludge flow to the staircase leading 
upward. At the top is the red access door. Open the door into area 03. 


. Unlock the reactor core with the yellow access card and move downstairs to the 


reactor room. 


You may want to visit the control booth upstairs first. It gives you a good view of 
the reactor room so you can take out some of the opposition from a safe distance. 


. Fight your way across the reactor room to the control switch that lowers the pro- 


tective sleeve around the reactor. 


. Return to the chamber at the bottom of the stairs outside the reactor room. Stand 


in the doorway, blow up the reactor with an RPG round, and watch the fireworks. 


. Return to the reactor room and go through the now-open door behind the control 


booth. When the exit hallway begins to shake, run back to the control booth to 
avoid taking a lot of damage. Punch the exit to get out of this dump. 


Optional Paths 


You can skip the red access door if you blow up the wall by the gear in the sludge pit. 
Also, having a jetpack gives you much more mobility in the chasm area. 


Secret Areas 


A. In the steam room, there's a secret area in the corner across from the electrical 
room. Flip the lever to activate the walls and then hustle diagonally to the right. 
Once the walls return to their resting position, wade over to the secret room. It has 
a couple of health atoms. 


B. On the ledge outside the steam room, there’s a secret area behind the screens. It 
contains a large medkit and ammo for the chaingun. 


C. You can jump to a secret area from this same ledge. Take a running jump to the 
left, aiming for the curve in the opposite cliff. If your aim and timing are right, 
you'll end up in a cave in the wall. At the rear of the cave, you'll encounter “a 
force to be reckoned with.” There’s also a hidden teleporter that takes you to the 
other ledge on this side of the chasm. 


This secret is much easier to find if you have a jetpack, of course! 


D. Blow a hole in the top of the duct spanning the chasm and jump on top of it. You'll 
see a secret cave above you and to your left. 


E. There's a secret area behind one of the screens in the room with the red access 
card. It contains a holoduke and some ammo for the freezethrower. 


т) 


. There's a secret nook on the left-hand wall of the reactor room with а trip mine 
and some devastator ammo. 


G. An identical nook is on the right side of the reactor room. This nook contains RPG 
ammo. 


Other Secrets 


H. Blow up the crack in the wall by the turning gear to get back to the main hallway. 


106 Е Episode 2 


Level 8: Dark Side 


Hey, where'd the sun go? Must be on the other side of the moon. Oh yeah, this is the sta- 
tion with the underground tramways. Let's see if they still work. 


The High Points 


f 
2 


Take the elevator down inside the station and move to the Alpha Transport door. 


Enter the Alpha Transport station, and flip the switch to call the tram. Go inside and 
flip the switch to take it to the other end of the line. 


. Enter the room with the trip mines and set one off. When the ground stops shaking, 


move across to the door. 
There's a chaingun and a large medkit in the cave at the bottom of this area. 


. In the medical center, move to the room on the left. Jump onto the conveyor belt and 


through the pistons to the grease pit. 


. Jump onto the ledge on your right and take the elevator to the operating room. Grab 


the blue access card. 


Watch those slots in the wall. Grabbing the card opens them, releasing a bunch of 
slimers. It also opens the door out of this room. If you choose to stick around and 
purge the slimers, check out their hiding nooks for powerups before you leave. 


. Take the open door back up through the medical bay, go to the tram, and head back 


to the main station hub. 


7. Use the blue access card to open the elevator and take it to the upper level. 


8. Take the walkway into the Gamma Transport area and get on the tram. 
9. Take the tram to the other end of the line. 


. Get off the tram, go down the elevator, and take the door into the connecting hallway. 


When the hallway starts to shake, back up to avoid taking damage from the 
explosions. 
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. Move to the red-lit control room and flip the switch to assemble the bridge. 


Level 8: Dark Side @ 109 


. On the other side of the bridge, take the stairway up to the reactor control room. 


Expect heavier resistance than normal in this room. 


. Open the door to the reactor and blow it up. Climb up the jutting floor to get the 


yellow access card from the control booth. 


Stay clear of the open reactor door. The reactor bleeds radiation into the air, and 
you'll take damage if you even stand close. Use the RPG or devastator to deliver 
the lethal strike. 


. Return to the main hub by way of the Gamma tram, and unlock the Beta tram 


door with the yellow access card. 


. Take the Beta tram to the other end of the line. 
. Follow the hallway to the airlock room. Flip the switch to open the airlock, step 


inside, and flip the switch to shut the inner door and open the outer door. 


. Cross the crater and take the elevator at the bottom of the overhanging arm. 


Keep moving when you're in this crater. The air is thick with sentry drones. Unless 
you have plenty of ammo to spare, just keep away from them. 


In the room at the top of the ramp, flip the switch along the right wall. 


Return to the crater floor and go through the now-lowered force field. Follow the 
chasm down to the dead end. 


Be prepared for plenty of resistance in this narrow canyon. 


. Blow out the wall at the dead end and continue to the obelisk room. 
. Jump into the obelisk (on the lighted side) to be teleported to the other obelisk. 


Full of stars? No, it's full of octabrains! 


. Move down the end of this hallway to the small pool. The exit is at the bottom of 


the pool. 


Optional Paths 


If you have the jetpack, you can move to the area above the rotating bridge in the red-lit 
room from below. This bypasses the exploding hallway. 


Also, you can use the jetpack to access and leave the generator room above the crater. 


Secret Areas 
A. The map in the central hub of the station hides two health atoms. 


B. There's a cracked wall by the entrance to the Alpha tram. The cavern behind the 
wall contains a devastator and two small medkits. 


C. The silver panels in both medical bay rooms lead up to a ledge where you can get 
into the water tanks. 


D. The map inside the Gamma tram station contains some trip mines and a shrinker. 


E. After you get off the Gamma tram and go down the elevator, take the vent right in 
front of you down to a sludge pit with several bound women. At the opposite end 
of the pit is a cracked wall. Blow up the wall to find a cave containing loads of 
pipebombs. 


E. While you're riding the Beta tram, lean out the door. When you pass a secret room 
between two lights, you'll slip inside. Grab the health atoms and return to the Beta 
station through the teleporter. 


G. To your left in the room on the other side of the obelisk, there's a cracked wall. 
Inside is a passage with the exit to the secret Lunatic Fringe level. 
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Secret Level 2: 


Lunatic Fringe 
Objective 


Another secret level! This one looks like some kind of control center. It must be heavily 
guarded, too... Goody! 


Note that this level uses a trick of the game's Build editor, making it possible for one 
room to be actually two rooms. Traveling around the center pillar once takes you from 
one room to the other. It's kind of a large spiral, with one map under the other. 


The High Points 


1. Flip the switch behind you to enter the level. 


2. Go around the perimeter and use the pistol to flip the four switches, two by each 
map. This opens the central pillar. 


3. From the U.S. map, jump into the central pillar. 


4. Flip the handprint switch right inside the pillar, to the right of the door you just 
jumped into. This activates the shrink ray under the other map. 


5. Move around to the other map, let the shrinker do its thing, and crawl to the exit. 


Optional Paths 


You can explore the area inside the pillar, but there isn't that much to see. Having a jet- 
pack can help you navigate this level more efficiently. 


Secret Areas 


None. 


Other Secrets 


A. There are two panels at the bottom of the pillar on the side with the planet map. 
One contains a holoduke, the other armor. 
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Level 9: Overlord 


This is it. You've found your way to the aliens’ HO, and now you're gonna show that 
Overlord who's boss and put an end to this alien invasion! 


Ше High Points 


. Swim to the main pool and rise to the surface. Go up to the central control panel 
and press the first, third, and fourth green switches to lower the protective wall 
around the pillar. Jump onto the pillar to get the freezethrower. 


2. Open the door with the handprint switch and take the hallway around to the sec- 
ond door. 


3. Jump across the stream and take the ramp up to the top of the first waterfall. There 
are plenty of weapons, ammo, and powerups here. 


. Drop down to the ledge below and move up the other ramp. 

. Flip the switch in the corner of the room. (It's behind the bound woman.) 
. Return to the second ramp and blow out the circular vent. Jump inside. 

. Follow the corridor to the large fan room. 
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. Jump down onto the fan and then down to the room below. 


The other two tunnels above the large fan lead back to the center pool and a room 
just off the pool. If you're low on high-powered ammo, visit these areas. 


9. As soon as you land on the floor, vaporize the eggs and aliens all around you. 
Aim for the canisters to clear the room in a jiffy. 


10. Scour the room for weapons and ammo. Be sure to check out the pool on the 
other side of the new hole in the wall. 


11. Open the door and blast the Overlord into little pieces. 


Killing the Boss: The door opens automatically when you walk 
up to it. When it does, immediately lay into the Overlord with the 
devastator. With all the ammo you have, you should be able to 
take him down easily. If you start shooting as soon as you see 
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him, he can't shoot back. If you're not quick enough and he's 
able to return fire, just keep your distance from him and keep 

firing. If it looks like he's about to toast you, jump into the pool 

behind the hole in the wall, aim up slightly, and fire at him from 
there. He'll stand close enough for you to hit him, but he won't 
fire back. 


Optional Paths 


If you have the jetpack, you can make short work of this level. From the main pool 
room, jet up to the circular vent and go down the corridor to the large fan. Drop into 
the fan room and have a go at the big guy. 


Secret Areas 


A. Under the control center in the main pool area, there's a secret cavern with several 


powerups. From the water line, swim up to either of the false walls next to the 
pillars to access this area. 


. After dropping the reactor shield, jump onto the reactor spindle where the 
freezethrower is. You'll hear a grinding noise. This is a door opening in the small 
round pillar directly across from the wall vent. It's only open for a few seconds, so 
move it! 


. Halfway up the first ramp in the egg room, there's a crack at the top of the left- 
hand wall. The cave behind the crack hides two crates of pipe bombs. 


. Entering the boss's chamber opens a secret panel at the other end of the large fan 
room. This panel conceals RPG and devastator ammo as well as a health atom and 
portable medkit. 


Other Secrets 


E. There's a claw switch across the main pool from the entrance tunnel. This switch 


opens the center pillar and exposes a health atom. 


Е On the way to the egg room, push the picture of the planet to reveal a large med- 


kit and two boxes of shotgun shells. 
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Episode 3, Level 1: 
Raw Meat 


Back home again! Cool. Problem is, those extraterrestrial freaks are still around. You’re 
gonna turn ’em into sushi! 


bis High Points 


1. Drop down off the roof to the courtyard below. 
2. Head up the ramp and enter the restaurant. 


Be sure to explore all the dining areas to get valuable powerups and weapons. You 
start this level with just a pistol, so anything you can find will come in handy. 


3. Go into the second dining room on the left and walk over the table to reveal a hid- 
den passage. 


4. Enter the hidden passage and flip the lever to open the doors to the egg room. (Use 
the viewscreen to make sure they're open.) 


5. Walk past the bar, through the egg room (after clearing it out, of course), and into 
the cashier's booth. Grab the blue access card from the panel behind the cash regis- 
ter. 


6. Go to the entrance of the bar and open it with the blue access card. 
Cool, karaoke! Take a turn at the microphone while you're here. 
7. Move through the floating buffet room into the kitchen. 


8. Jump into the sink and go underwater to the small access door. Clear out the room 
beyond and get the red access card. 


9. Swim to the surface and grab the scuba gear in front of the garage door. 


There are plenty of powerups at the bottom of these pools. Using the scuba gear, 
you can explore them at your leisure. 


10. Go back up through the sink and move to the red access door down the stairs. 
Open the door and start up the other ramp. 


Do not return to the courtyard from the pools—you'll be swarmed with flying 
troopers if you do. 


11. When you get to the top of the ramp a series of explosions are triggered, revealing 
a passage beyond. Venture into the cavern and hit the exit switch to get out of this 
dive. 


Optional Paths 


You can use the pools to move around quite a bit. But watch out if you use the pools to 
return to the courtyard after you've been inside—a swarm of flying troopers will attack 
you. 


Secret Areas 


A. Jump up through the white panel next to the red geisha statue to find a secret pas- 
sage containing chaingun ammo. 


B. There’s a shrinker behind the Exotica poster in the restaurant. Press the woman’s 
belly button to reveal it. 


C. Blow up the crack in the wall of the last dining booth to reveal some shrinker 
ammo and two large medkits. 


D. There’s armor behind the price board at the end of the hall. 


E. The claw-shaped switch on the wall behind the floating buffet opens a secret room 
with a freezethrower. 


: The cabinet across from the claw-shaped switch (behind the floating buffet) hides 
night vision goggles. Press the left side of this nook to reveal another secret area 
containing chaingun ammo and a crate of pipe bombs. 


G. The wine rack in the kitchen hides RPG ammo. 
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There's a devastator in the nook to the right of your starting point. Look for the 
lighter-colored window. 


. Jump down behind the walkway to the restaurant to find some pipe bombs and a 


health atom. Blow up the crack in the wall to get out through the pools. 


. Press the spacebar when you're facing the statue of the Asian woman. Hello there! 
. The vent above the karaoke stage leads back to the secret room under the second 


dining nook. 


. А teleporter is hidden behind the Exotica Tonight poster in the karaoke bar. It takes 


you back to the entrance of the restaurant. 


. There's armor in a nook behind the open kitchen door. 
. There's a health atom in the dryer next to the sink. 
. You can see the bank from the next level through the crack near the exit. 
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You've never been much for fiscal responsibility, but you're not about to let those damn 
aliens take over the bank. That's where all your loot is! 


The High Points 


1. Leap down to the alley floor. Watch for sniper fire from the other side of the alley! 


. Follow the alley around and cross the street to the garage. Be on the lookout for 


powerups, weapons, and ammo on top of ledges, vending machines, etc. 


. Take the elevator up to the office and use the switch on the desk to reveal the blue 


access card and a devastator. (It's easier to reach the switch if you destroy the 
chair.) : 


4. Return to the garage and fight your way across the street to the bank. 


. Use the blue access card to open the bank doors, and then step into the lobby. 


Watch out for the laser trip mines that activate when you enter the lobby. Use the 
teller window for safe passage to the manager's desk. 


. Push the switch on the manager's desk to open the door to the vault area. 
. Enter the vault area and push all three buttons on the desk to open the doors to 


the small vault. 


8. Jump on the platform inside the small vault to rotate the gears. 


9. Jump on platform Beta to rotate the gears again. 


10. 


Jump on platform Delta to expose the door to the control room. You'll have to 
jump off the platform and move through the door while the gears are in motion. Be 
careful! 


. Take the elevator to the control center and grab the red access card. Be sure to 


grab the jetpack and boots from behind the panel. 


. Throw the switch in the control booth to the open position and use the jetpack to 


return to the vault area. 


13. Unlock and open the main vault. Clear out your account. 
14. Take the exposed cavern down to the exit passage and punch out. 


Optional Paths 


Because you need both access cards to move through the level, there isn't much room 
for variety. If you grab the jetpack from behind the manager's desk, you can use it to get 
to the vault control booth without having to rotate the gears. You can also use the jet- 
pack to get the remaining powerups and weapons from the ledges outside. 


Secret Areas 


A. In the office overlooking the bank, a secret panel containing a devastator opens up 
when you press the switch behind the desk. 


B. Use the ATMs outside the bank entrance to reveal a room with a chaingun. 

C. Right inside the bank entrance, shoot the switch high on the wall opposite the pay 
phones. The phones lift up, revealing a holoduke. 

D. The picture behind the manager's desk hides a jetpack and two small medkits. 


E. Outside the Gamma vault there's a crack in the wall. You can see it after you use 
the Beta vault to gain access to Gamma. The cave beyond contains a health atom. 


Other Secrets 


E There's a shrinker behind the vault switches in the main vault area of the bank. 


G. The explosion in the main vault gives you access to some sniper positions across 
from the starting position. 

H. The exit room from the previous level is visible through a crack in a neighboring 
building. 
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Level 3: Flood Zone 


Well, the bank is closed for business and it looks like this side of the city is almost 
underwater. Hmmm, better grab a set of scuba gear—looks like you'll be doing a lot of 
swimming! Wrinkly fingers, yech... 


TO High Points 


. Look behind you and in every nook and cranny in this cavern, then move out to 
the ledge overlooking the white building. 


2. Jump off the ledge. As you dive underwater, the wall to your left has a crack in it. 
(It'S behind the seaweed. Sort of hard to see.) Use the RPG to blow out the wall. 


This cavern contains another set of scuba gear, so return to this point when your 
current set gets low on air. 


3. Swim to the other end of the level, past the Alley Cat sign, and rise to the surface. 
From here you can climb to the top of the submerged building. 


4. Climb the cliffs behind the building to reach the ledge with the blue access card. 


5. Drop back down into the water and use the blue access card to open the door at 
the bottom of the submerged building. 


6. Grab the yellow access card from the egg room in the submerged building. Then 
swim back out and around to the other side of the white building. Enter the open 
window on the third floor. 


7. Move to the door and use the yellow access card to enter the stairway. Take the 
stairs down to the lobby. 


8. Grab all the powerups and ammo from the lobby while you can. Then push the 
button on the wall across from the elevators to open the shutters. 


9. The switch also raises the Alley Cat Lounge sign across the street, exposing the red 
access card. 
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10. Return to the top of the submerged building and climb up the cliffs past the ledge 
where the blue access card was. You'll end up on top of the Alley Cat Lounge. 


11. Use the red access card to open the garage door. 


12. Move into the sewer pipe and drop down the vertical shaft to find the exit. It's a 
long way down, but the water breaks your fall. 


Optional Paths 


Grab the jetpack from the top of the white building to increase your mobility tenfold. 
Using the jetpack, you can explore every nook and cranny of this level. 


Secret Areas 


A. There's a crack in the underwater cliff wall, covered by seaweed, across from the 
underwater office. This crack leads to a half-submerged alien cavern containing a 
devastator and various powerups. 


B. There's a secret cavern directly behind the ledge with the blue key card is located. 
Jump up from the ledge to find it. 


C. A secret compartment is located at the back of the cavern on top of the white 
building. Push the wall behind the health atom. This compartment contains a jet- 
pack. 


D. There's a dark area on the side of the Alley Cat building, below the garage door on 
the roof. There's a chaingun here, and the window opens up to reveal chaingun 
ammo. 


E. Press the Hard Hat Area sign behind the garage door to open a secret compartment 
in the crate with two large medkits. 


Other Secrets 


E Right when you start, there's a panel behind you that contains scuba gear (very 
helpful on this level!) and a large medkit. 


G. There's a health atom on top of the Alley Cat Lounge sign. 
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Level 4: L.A. Rumble 


Overview 


Now this is more like it—your ol’ stompin’ grounds. Plenty of sniping spots and street 
action. Let's see if you can't find some transportation... 


The High Points 


1. Go to the other end of the sewer pipe and grab the pipe bombs. 


. Drop a bomb near the exit to the street to blow up the right-hand wall. A secret 


place! 


. Move through the cavern up to the top of the neighboring building. 


4. Grab the RPG and ammo from the top of the air ducts. 


From here, you can turn to your left and jump across to the ledge on the opposite 
building. Although you can pick up a lot of powerups and ammo along this ledge, 
there are a lot of aliens blocking your path. Take this path only if you have a lot of 
health and plenty of ammo. 


. Drop down to the street and run across to the East Town Towers. Jump on the ledge 


with the Quake Site sign to get the armor. This starts an earthquake that destroys 
part of the billboard. 


. Run down the alley to your left and enter the clinic. 
. Grab the blue access card from the examination room. 
. Move back up the alley to the front of the building, use the blue access card to 


unlock the door next to the Hollywood street sign, and go inside. 


. Walk straight ahead to the working elevator and take it up to the roof. 
. Take a running leap off the roof, aiming for the ledge to the right of the billboard. 
. Jump down onto the billboard and head up the other side. 


12. Jump up the jagged edge and leap into the office window. 


13. Take the stairs up to the main office and grab the red access card from the top of 
the bookcase. 


14. Flip the switch behind the desk to open the panel, and then run inside before it 
closes. Use the red access card and push the wall to your left to access the tele- 
porter. 


15. Take the teleporter to the helipad and punch the exit switch. 


Optional Paths 


If you have the jetpack, you can practically skip this level. Fly up to the main office, grab 
the red access card, open the teleporter, and punch out. 


Secret Areas 
А. See step 2. 


B. In the clinic, push the cabinet under the bloody knife by the sink. This opens a 
secret panel with a health atom. 


C. There's a secret panel behind the tree painting at the top of the stairway to the 
main office. Inside is some devastator ammo. 


Other Secrets 


D. There's a crack in the wall of the exam room at the clinic. Blow out this wall for 
another entrance into the building requiring the blue access card. 


E. There's a devastator at the bottom of the broken elevator shaft. 


128 Е Episode 3 


Level 5: Movie бес @ 129 


Level 5: Моме Set 


Overview 


Every time you get up in the air, those alien bastards shoot you down. Now you're stuck 
on this Hollywood back lot, complete with movie sets and a big, beautiful billboard. 
Lights... camera... action! 


чи High Points 


. Turn around and head into the vending area to get the blue access card. Grab 
зе сша you сап in the vending area. Look on top of the machines too. 


2. Go to the access door and open it with the blue access card. 
3. Go through the door to Stage 17B and enter the lunar landscape stage. 
4. Grab the yellow access card from the center of the set. 


There's plenty more to see and do on this set. Grab anything that isn't nailed 
down. 


5. Return to the storage room and use the yellow access card to open the door to 
Stage 17A. 


6. Head into the mock-up spaceship and get the red access card from the cockpit seat. 


7. Go back to the lunar landscape set. Right outside, open the editing room with the 
red card. 


8. Enter the editing room and flip the switch on the right wall. This opens the barrier 
to the exit. 


9. Return to the vending area and punch out. 


Once you start toward the exit, keep moving! The walls will collapse behind you, 
sealing you in. 
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Instead of taking the normal exit to level 6, you can take the exit to the secret Tier 
Drops level. Push the USA sign on the lunar landscape set to reveal the secret exit. 


Secret Areas 


A. 


Push the right-hand cash register to lower the right-hand snack machine in the 
vending area. You'll need to jump out of the booth and run to the snack machine 
before it raises up again. The secret cubbyhole contains three health atoms. 


. Push on the crates at the bottom of the ramp to Stage 17A. This reveals a secret 


area with a devastator. It's above you and too high to jump, so you'll need to use 
the jetpack. 


. There's a painting of the Earth on the wall of Stage 17A. Jump up into the secret 


passage behind this one-way wall to get a jetpack and a shrinker. Use the jetpack to 
get up to the duct at the top of this area—a switch inside the duct connects this 
room with the rest of the ducts in the storage room. 


. There's a secret area behind the Duke Nukem movie billboard. Enter this area 


through the 3D Realms logo. Use the jetpack to reach the billboard, or jump up on 
the ledge surrounding the helicopter crash site. 


Other Secrets 


E. 


— 


There's a system of ducts around the perimeter of the storage room. Jump up the 
crates in the storage room to get to one of the vents that leads into these ducts. 


Press the map in front of the cockpit seat on the spaceship set. This opens a nook 
with night vision goggles by the camera to your right. 


. Shoot the fire extinguisher next to the spaceship set to reveal a cave with a health 


atom. 


. The back of the pillar in the editing room contains RPG ammo. 
. There's a secret exit to the Tier Drops level on the lunar landscape set. Press the 


USA sign to open this room. 


= 
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Secret Level 1: 
Tier Drops 


Hmm, another secret level. This looks simple enough—just stock up on goodies and 
blast outta here, right? 


Guess again. There's more here than meets the eye. This level takes advantage of the 
Build engine's unique capability to place more than one area in a single space. As you 
run around the perimeter of this level, the interior seems to change between four differ- 
ent areas. Also, the tubes in the corners of the interior areas transport you between 
these areas. The map shows all four levels stacked on top of each other. 


The High Points 


1. Open the door in front of you with the handprint switch. Then run left along the 
perimeter to the Beta platform and stock up. (Each corner hides three panels, one 
large and two small. Open all three on each platform and grab what you can.) 


When you run around the outer perimeter, stick close to the outside wall to avoid 
drawing too much fire from the inner area. 


. Run to the Gamma platform and plunder it. 
. Move to the Delta platform and do the same. 
. Grab the powerups from the remaining Alpha platform. 


л 4. QD 


. If you need (and really want) any of the following, visit the corresponding area: 


Shrinker: Inner area between the Alpha and Beta platforms. (White walls, green 
alien/tech center structure, trooper enemies.) 


Devastator: Inner area between the Beta and Gamma platforms. (Green walls, 
raised green center structure with lava floor, commander enemies.) 


Chaingun: Inner area between the Gamma and Delta platforms. (Brown cliff-like 
textures, octabrain enemies.) 


RPG: Inner area between the Delta and Alpha platforms. (Grey stone with raised 
egg platform, commander, slimer, and pig cop enemies). 


Warning: If you cross into the center structure of any inner 
area, more enemies will spawn. This is especially deadly in the 
area between Delta and Alpha. If any of the captive women are 
killed, sub-bosses are spawned around the platform. However, a 
devastator, RPG, and several atomic health powerups are also 


spawned to help even the odds. 
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6. Return to the area between Beta and Gamma and snipe at any visible commanders. 
Use the Alt key to dodge their rockets and use the edge of the doorway for cover. 
It shouldn't be too hard to take out a few commanders from here without taking 
any damage yourself. 


7. Move to the inside left platform, off the lava floor. Take out any other commanders 
you can see. Use the same strafing technique, this time using the center raised area 
for cover. 


8. Go up the ramp to the center area and open the door to the exit room. Clear the 
room with the devastator or RPG and punch the auto-destruct button. Be careful— 
there's a sub-boss waiting for you! 


Optional Paths 


You can visit any of the four interior areas, but you'll burn extreme amounts of health 
and ammo in doing so. The jetpack, available from the Gamma platform's panels, gives 
you the advantage of flying up the tubes, not just dropping down them. 


Secret Areas 


A. The panels in all four corners. 
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Level 6 


Level 6: Rabid Transit 


Great... the ceiling's caved in, trapping you in this subway station. Well, you're a firm believ- 
er in public transportation—let’s see if these aliens have improved the system any. Just try to 
stay off the third rail while you find the exit. 


"m High Points 


. Enter the station and grab anything that isn't nailed down. 


2. Destroy the laser trip mines blocking the subway. Get on the subway and take it to the 
first stop. 


3. Take what you can from this stop (not much, because it's locked) and get back on the 
train. While the train's moving, jump up into the red-lit nook to the right, which con- 
tains the blue access card. 


You can't jump from the floor of the track—you must jump off the moving train as it 
passes the nook. The timing's tricky, so make sure you have enough room to get inside 
without ending up spread all over the subway wall. 


4. Grab the blue access card and follow the track around to the main station. 


Whenever you venture onto the subway track, be aware that there are two trains. 
Always wait for the second one to pass before jumping onto the track, or else you'll get 
run over. Also, always run іп a counterclockwise direction—the same direction as the 
trains. 


5. Get back on the subway and return to the first stop. 


6. Use the blue access card to open the door and enter the sub-station. Be prepared for 
heavy resistance. 


7. Head up the stairs and blow the egg room to hell. Don't waste too much ammo—the 
canisters will do most of the work for you! 


8. At the top of the stairs, in the now-revealed cavern, is the red access card. 


9. Drop back onto the track and follow it around to the nook where you found the blue 
access card. Across the corridor is the red access door. 


Watch out for those subway trains! 
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Open the door and move down into the final room. 
Dive into the pool and swim to the exit. 


Optional Paths 


There are several secrets around the perimeter of the track, but you must get the keys, 
in the order described, to access the main areas. 


Secret Areas 


A. 
B. 


C. 


The Duke Nukem poster hides a secret area with a chaingun. 


Stand on the leftmost newspaper box next to the phone. It lowers and reveals a 
holoduke. 


Next to the small door in the side of the track with the devastator, there's a crack 
in the wall. Blow out the wall to reveal a health atom, steroids, and devastator 
ammo. 


D. Push the mailbox to reveal a secret area above it containing RPG ammo. 


1 


. At the foot of the stairs leading to the egg room, push the wall to open a secret 


door hiding an alien control center. Inside is ammo for the freezethrower. Press the 
control pad on the star map to reveal a room with a devastator and ammo for the 
RPG. 


. There's a secret room with behind the left bookshelf in the final room. To open it, 


jump on top of the right bookcase. Use the crack in the wall to get up there, or use 
the jetpack if you have it. 


Other Secrets 


G. 
H. 


— 


Push the cash register to lower the bookshelf and reveal the night vision goggles. 


Push the coin slot on the center snack machine in the vending area to reveal a 
health atom. 


. There's a small access door along the track that hides a devastator. 
. А crack in the corner of the final room reveals a cavern leading back to the subway 


track. 


N 
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Level 7: Fahrenheit 


It's a hot one out there! You'll need to visit the fire station and hose off. Then it's back to 
your pad for a little relaxing TV. And maybe you'll check out what's happening at the radio 
station. 


Oh, yeah—try to fit some alien butt-kicking into your schedule! 


798 High Points 


. Push the dumpster out of the way and go into the courtyard. Jump up onto the trash 
cans. 


2. Drop into the stream and let it carry you to the pool. Dive underwater, swim to the 
alien-infested side, and resurface. Grab the blue access card and swim back to the 
courtyard. 


3. Go down the ramp to the access door and unlock it with the blue access card. 


4. Move into the storage area to your right. Move slowly and carefully—this area is 
filled with beasties. And don't forget to check the tops of all of the crates for goodies. 


5. Climb up the crates and jump into the apartment. Grab the assorted powerups. 
6. Return to the door you just opened and open the other door to your right. 
7. Go to the fire truck and blow up the wall behind it. 


Don't worry about the pig cops that spill out of the hole you create—the explosions 
will get most of them. 


8. Go up the stairs behind the hole and follow the corridor around to the yellow access 
card. Throw the switch to lower the card. 


Watch out for the commander(s) guarding the card! 
9. Return to the ground floor and make your way to the radio station entrance. 


10. Use the yellow access card to open the radio station door and proceed up the stairs to 
the control booth. 


11. Grab the red access card from the secret room (right behind the third security 
monitor) and return to the courtyard, where you began this level. 


If you want, explore the sound booth and roof before leaving the station. 


12. Drop into the stream and swim to the red access door. (Where you got the blue 
access card.) 


13. Open the door and dispose of the bad guys. 


Expect heavy resistance here. Use the pool as cover, and use the holoduke to dis- 
tract the aliens. 


14. Blow up the crack in the wall to expose the exit, and punch out. 


Optional Paths 


If you have the jetpack, you can ignore the blue access card altogether and simply fly 
back and forth between areas. 


Secret Areas 


A. Push the painting above the couch in the apartment. There's a freezethrower in 
there. 


B. A portable medkit is hidden behind the shelves in the apartment. Blow out the 
glassware and step through the shelves. 


C. A door in the radio station's control booth conceals a secret room containing the 
red access card. 


D. There's a secret room behind the curtains in the radio station's interview room. 
Inside is a health atom and some freezethrower ammo. 


Other Secrets 


E. The crack in the apartment wall leads back to the courtyard where you started this 
level. 


E There's a holoduke on top of the fire truck. 
G. Take a turn at the microphone in the radio station. You're a natural! 
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Level 8: Hotel Hell 


All this alien-blasting is making you sleepy. Maybe you should check into a hotel. It's a 
sure bet you won't like the room service, though! 


Note: The map to this level is particularly tough to read. It's one 
of the few maps that uses the Build engine's sector-over-sector 
capability. Pay attention to the darker lines—these usually indi- 
cate the outside walls of the hotel. 


FUN High Points 


. Climb out of the hole in the wall and into the alley. Then jump up onto the wood- 
en wall. 


2. Jump up on the building across the alley and climb up to the 6 with the blue 
access card. 


3. Return to the alley, unlock the door, and enter the hotel. 


Grab all the powerups and ammo in the alley. Don't forget to look in the trash cans 
and the dumpster. 


4. Work your way to the end of the hallway. 


There's something fishy going on in the bathroom. As you reach the end of the 
hallway, it gets blown to bits. Wonder what that pig cop had for lunch, anyway... 


5. Enter the destroyed bathroom and grab the RPG and some devastator ammo. 
Watch that steam! And don’t try too hard to get into the ruined stall—you can't. 
6. Move to the open exit by the vending area and go into the alley. 


7. Follow the alley around to the front of the hotel. Watch out for pigs on patrol and 
other surprises. If you have the jetpack, now would be a good time to check out 
the ledges on the side of the hotel. 


(Don't stand in front of the glass doors, because the aliens can shoot through them! 
However, they can't move through them, so you won't have any more company 
out in the street.) 
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8. If they don't open automatically, open the windows to the conference room at the 
end of the alley and end the meeting that's taking place. Jump into the window 
and grab the yellow access card. 


9. Re-enter the hotel lobby through the main entrance. Watch it! The hotel manage- 
ment will try to stop you from entering. 


10. Go to the back of the lobby, unlock the elevator with the yellow access card, and 
take it to the second floor. 


11. Right outside the elevator is the bar. Open the elevator door and start blasting. 

12. Move through the bar to the pool area. 

13. Jump onto the ledge behind the lifeguard sign to open the room across the street. 
You might want to kill the aliens across the street before continuing. 


14. Go back to the ledge where you found the blue access card and jump into the win- 
dow. 


15. Take the vent down to the exit. 
16. Punch the button and move on to the Stadium and your final challenge. 


Tip: Before you punch out, make sure you have as much health, 
armor, and heavy weapons as possible. You're about to battle 
the nastiest alien of them all. 


Optional Paths 


You can avoid battling the sub-boss(es) at the front desk by taking the back way after 
getting the yellow access card. Move straight to the elevator; don't try to reach the 
hotel's front desk. 


If you have the jetpack, you have more freedom to explore the outside ledges. 


Note: The preceding walkthrough omits a few secrets (see the 
secrets listed below) and the guest rooms. The guest rooms are 
down the hallway from the bar, halfway to the pool. You might 
also want to explore the staircase to the left of the elevator. 


Secret Areas 


А. 
В. 


C. 


The wine rack in the bar hides a holoduke. 


The wooden panel in the bar hides a secret passage with a portable medkit, scuba 
gear, and pipe bombs. You can also jump into the fish tank, which is visible from 
the bar. There's a freezethrower at the bottom of the tank. 


In the secret area behind the waterfall (see Other Secrets below), blow away the 
flaming pots and press the handprint switch. This reveals the secret "Indy" cave. 
There's a health atom on a pedestal inside, but be careful... 


Other Secrets 


D. 


— 


The electrical switch behind the hotel desk opens a secret room behind the desk. 
Inside the room is a set of night vision goggles. 


. Behind the hotel desk, the mailboxes to the left contain some armor. 
: Two separate walls can be blown out by the hotel rooms. Shoot the fire extinguish- 


ers to open holes to the outside ledges. 


. There's a vent connecting the two hotel rooms. Inside is a shrinker. 
. Pull the fire alarm in the corner between the pool and the hotel rooms. This opens 


a hidden compartment that contains a pair of laser trip mines and a small medkit. 


. Underwater in the pool, the wall opposite the diving board can be blown out to 


ailow access to the stall in the bathroom and a health atom. 


. The waterfall flowing into the pool hides a teleporter that takes you to the Indiana 


Jones secret. After you've met Indy, blow away the flaming pots to access the 
secret exit switch that takes you to the Freeway level. 


. When you're in the fish tank, push the left wall to open a cubbyhole in the right 


wall. It contains scuba gear and a health atom. 


. There's a crack in the exit area that you can blow out to return to the level. 
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Secret Level 2: 
Freeway 


Overview 


Great, another sewer. Hey, isn't there a freeway that runs through here? Yep, that's it up 
ahead. Bet there's an exit and a lot of aliens waiting to die, too. 


This level uses the Build engine's capability to place areas on top of one another. 
Remember that the darker lines on the map outline the room walls. 


ine High Points 


. Swim down the sewer pipe, through the grate. 
2. Jump out the slot in the wall and head up the ramp to your right. 
3. Jump up on the crate to get to the upper ledge and snipe at any aliens you see. 


Grab the RPG ammo and shotgun shells on your way up to the ledge, and make 
sure to grab the night vision goggles in the corner of the ledge. 


4. When it's safe to do so, move to the nook on the other side of the street. Back out 
to avoid taking damage from the explosions. If the pig cops survive, nail them with 
a few shots from your pistol. 


5. Drop back down into the street and clean out the tunnel. Pick up the devastator on 
your way. 


6. Run up the ramp on the other side of the tunnel and clear out this side of the level. 


Use the trash cans on your right to get on top of the ledge. If you accidentally 
destroy the trash cans, blow up the crack in the opposite wall to get up on that 
ledge. 


146 ਇੰ Episode З 


13. 


14. 


. Return to the nook on the other side of the tunnel. 
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. Run across the street and up the ramp of the sunken building to your right. 


Watch out! There's a pack of sentry drones on top of this building. 


. Drop down through the hole on top of the building and grab the jetpack. 
. Use the jetpack to fly into the window of the library room and grab the blue access 


card. 


. Return to the street level and use the blue access card to open the elevator across 


the street. Take it up to the conveyor belt area. Push the button at the top of the 
elevator to turn off the conveyor belts. 


. Enter the Terminator smasher room (remember that scene at the end?), open the 


control center at the back of the room, and grab the red access card. 
Return to street level and go down the alley toward the police car. 


“Car 54, where are you?" Right on top of you if you don't watch out! Move up to 
the car slowly and then back away to avoid explosion damage. 


Open the red access door, blow out the back wall of the room beyond, and punch 
the exit. 


Optional Paths 


There are plenty of interconnecting secret areas. Also, with the jetpack you can fly up 
the manhole cover directly into the conveyor belt area, eliminating the need for the blue 
access card and most of this level. 


Secret Areas 


A. A bathroom is accessible through the outside window on the ledge at the top of 


B. 
С. 


the ramp. This room also connects to the secret apartment (E). 
Push one of the bookcases in the library to find two devastator ammo packs. 


Behind the crack in the door of the library, there's an egg room containing a 
chaingun. Entering this room triggers two sub-bosses on the street below. 


D. There's a secret control room behind the striped panels in the Terminator-smasher 
room. 


E. A secret apartment is accessible from the window around the corner from the 
wrecked police car. A cracked door here can be blown out for access to the bath- 
room (А). 


Other Secrets 


E Right behind your starting point, there's a crack in the sewer wall. Blow out the 
wall to reveal a health atom and RPG ammo. 


G. There's an RPG underwater at the end of the sewer tunnel. (This can come in 
handy if you don't already have the RPG!) 


H. Destroy the trash can in the tunnel under the building (across from the sewer 
entrance) to find a health atom. 


. The ledge outside the library holds two health atoms. 


- 
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Level 9: Stadium 


Overview 


Holy cow! This Cycloid Emperor guy is huge, and boy, does he ever look pissed. That's 
okay, you're in a bad mood yourself. The bastard's gotta go down. This is it—it's time to 
get grisly on the gridiron! 


The High Points 


There are only two things to do here: 
1. Stay alive. 


No easy task. The boss fires RPG rounds at the speed of your devastator and uses 
the octabrains' energy blast when he gets up close. To top things off, every time a 
cheerleader buys it, more aliens appear. 


You can run, but you can't hide. Once this bad boy sees you, he's on you like tat- 
toos on Dennis Rodman. Even the holoduke doesn't fool him for long. Take to the 
stands early on to put some distance between you. 


Steroids should play an important role in your defense strategy. Use them to make 
a quick run downfield, getting away from the boss whenever possible. 


Also, don’t neglect the health atoms at both end zones. They come in handy. 
2. Kill the boss. 


This is even harder. Pour on the firepower every chance you get while staying con- 
stantly on the move. Take advantage of the boss's blind spot when he fires his rock- 
ets—if you stay right in front of him for a few seconds, the rockets will fly on 
either side of you, but not right at you. He zones in on you after just a few sec- 
onds, so be ready to move! 


If other aliens teleport in, run by them while drawing the boss' fire. He'll make 
short work of his own troops. 
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Take to the stands early and keep some distance between you and the boss. 
Although the holoduke doesn't work too well on this guy, you can drop it on the 
field and then jump into the stands and crouch. If you stay low, the boss will con- 
tinue to attack the holoduke until you stand up or fire at him. 


Most weapons are worthless against this beast—they don't do enough damage per 
shot to account for much. Stick to the RPG, with the devastator as a backup. Try 
for as many direct hits with the RPG as possible—remember that it does double 
damage with a direct hit. 


Good luck! 


Optional Paths 


None. 


Secret Areas 


None. 


Other Secrets 


А. Get the jetpack, go straight up, and shoot Ше Duf Beer blimp hovering over 
the stadium. You have to hit the “В” in “Beer” with an RPG round. It 
explodes and showers the field with a metric buttload of weapons and 
powerups. 


Multiplayer 
Duke 


Duke Nukem 3D is a lot of fun to play solo—blowing up pig cops, gun- 
ning down troopers, squishing shrunk-down octabrains... But nothing 
comes close to the fun of playing with or against a group of other players. 
Have another player cover your back as you hose down a group of aliens, 
or watch as your best friend eats your RPG round! 


This chapter covers setting up and playing multiplayer Duke Nukem 
across a serial link, modem, network, or Internet. 


Note: All the levels in Duke Nukem 3D were 
designed with Dukematch (playing against other 
players) in mind. There are multiple ways to reach 
almost any area in any level, along with lots of hid- 
ing and sniping spots. Sometimes you can’t appreci- 
ate a level's design until you've used it to your 
advantage against an opponent. 
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Multiplayer 
Basics 


Duke Nukem 3D supports up to eight players over a network, or two 
players via null-modem or modem connection. 


To start a multiplayer game, run SETUP.EXE instead of DUKE3D.EXE 
and choose the appropriate game option. 


Gameplay in multiplayer games is identical to normal play, except for the 
following: 


@ All players start off with all access cards. Note that all access doors 
still must be unlocked, but all the players start with the keys to 
do so. 


@ Monsters can be turned off (no monsters) and on (default level of 
monsters for difficulty level). 


@ Іп normal play, ammo, weapons, and powerups reappear every 30 
seconds. This respawn option can be turned on and off. 


@ Several doors, switches, weapons, and alternate exits exist in the 
multiplayer game that aren't in the single-player game. Most of the 
extra doors and switches enable easy access to areas in the level 
that are advantageous in multiplayer games. 


In multiplayer games one computer operates as the master—that player 
gets to set the game options that will take effect. The other players have 
no options to choose. 


Note: It's recommended that you discuss the 
options with the other players ahead of time to 
avoid any surprises when the game begins. 


Соттоп 
Multiplayer 
Options 


Each method of playing multiplayer Duke Nukem 3D is a bit different 
and requires that different options be set up. However, there are a few 
options common to all the connection methods. 


Setup Macros 


If you want to change the default text taunt macros that come with 
Duke Nukem 3D, choose this option. Select the macro you want to 
change and type the new text. 


Change RTS File 


Duke Nukem 3D uses special files called RTS (Remote Taunt System) for 
the voice taunts (Alt+F1 through F10). You can change this file and cre- 
ate new voice taunts or use RTS files from others. See the 
GOODIESNRTSMAKER directory for information on making your own 
taunts. RTS files can also be downloaded from many online services. 


Note: Duke Nukem 3D's RTS files are compatible 
with the RTS files used in Rise of the Triad. If you 
have the RTS files you used in ROTT, you can use 


them in Duke Nukem. 
D Onus = 
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Select User Level 


You can play a new level that you've created or downloaded by choosing 
this option and choosing the level from the list. Note that all players 
must have this level and select it from the Setup option for the multi- 
player game to work. 


Change Player Name 


АП players in multiplayer games must choose a player name. To create 
your player name, choose this option and type the name you want to 
use. 


Note: Most players use a "handle"—something 
other than their real name. Be as creative as you 
like, but be aware that you're limited to 1O charac- 
ters. 


Launch Duke Nukem 3D 


After everyone has set up their options for the game, each player needs 
to choose this option to play the game. The program waits until everyone 
is connected, and then starts the actual game. 


Master Settings 


Each multiplayer game has a *master" who sets all the options for the 
game. (The master is the one with the best computer, of course...) The 
other players must wait until the master is finished configuring the game. 
The following section details the options the master player can set. 


бате Туре 


This option determines the type of game that's played. The options are as 
follows: 


Dukematch Spawn 


Free-for-all. Each player starts at a random spot on the level, and the goal 
is to get as many kills as possible. After each death, players respawn at a 
random spot. 


The spawn option enables all weapons, ammo, and powerups to respawn 
after being picked up. The standard respawn time is 30 seconds. 


Dukematch Nospawn 


This is exactly like Dukematch Spawn, except that ammo and health 
powerups do not respawn. Once they've been picked up, that's it. This 
option can make the game more strategic. 


Weapons don't disappear when picked up, but they don't add to your 
ammo when you pick them up again. Other powerups, like steroids, dis- 
appear and respawn as normal. 


Cooperative Play 


This pits the players against the aliens. Note that this doesn't mean you 
can't kill other players. A stray RPG round inflicts just as much damage 
to a cooperative player as a Dukematch one. 


Episode 
This option selects the starting episode for the game. Players of the regis- 


tered version of Duke Nukem 3D can pick from Hollywood Holocaust, 
Lunar Apocalypse, and Shrapnel City. 
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Level 


This option selects the starting level within the episode selected. 


Monsters 


This option controls whether the game has monsters or not. If you 
choose to play with monsters, the difficulty setting controls the number 
of monsters you'll battle. For example, if you want to play against a lot of 
monsters (but not have them respawn), select “Come Get Some." Select 
None for no monsters. 


Markers 


This option determines whether spawn markers appear or not. Spawn 
markers are small nuclear symbols placed where an item has been picked 
up. These markers start out red, then turn yellow, and then green just 
before the item respawns. The colors represent how long you'll have to 
wait for the item to respawn: 


Red 14—30 seconds 
Yellow 7-14 seconds 
Green 7 seconds or less 


Start User Map 
& Start Game 


If all players select a user map from Setup, the master has the option of 
starting with the user map or a normal map. Choosing Start User Map 
begins play on the user map, while Start Game begins play on the map 
selected by the Episode 1 and Level 1 options. 


Setting Serial 
Ports for Serial 
and Modem 
Games 


Before you can play Duke Nukem 3D over a modem or null-modem con- 
nection, you must first set up your COM port. From the main Setup 
menu, choose the type of game you want to play (Modem or Serial). 
From the Select Serial Game menu, choose Settings. 


Note: Duke Nukem 3D requires a 9600 baud or 
faster modem for modem games. 


The Setup COM Port screen enables you to tell the game where to find 
your modem or serial port (for null-modem games), what speed to use, 
and how to dial. 


Selecting the Correct Port 


The easiest option for selecting a port is to select Change COM Port and 
then type the number of your serial port. If your serial port or modem 
uses a standard interrupt and base address, that's all you need to do. 


If your serial port or modem is set to a non-standard interrupt or base 
address, the process is a bit more complex. 
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Standard Base Addresses and Interrupts 


Port) ССС ו‎ BOTE D 
COMI 3F8 4 
COM2 2F8 3 
COM3 3E8 4 
00004 3F8 3 


To set a custom interrupt, choose Change IRQ Number and type the IRQ 
for your port in the box. 


To set a custom base address, choose Change UART Address and type 
the address of the serial port into the box. 


Setting the Baud Rate 


Next, set the baud rate of your modem or serial port. The following table 
suggests speeds to use: 


Type of Connection ਲਾ $рееа 

9600 baud modem 9600 

14400 baud modem 19200 

28800 baud modem 28800 

Serial (null. modem) 38400 or 57600 


Note: It’s possible to use speeds higher than the 
speed of your modem. However, this isn't generally 
recommended for optimal speed in serial games. 


If you don't have a high-speed serial port, you may 
experience difficulty with serial games higher than 


38400. 
2 22 


бега! бате 
Specifics 


It’s possible for two players to connect their machines with a null-modem 
cable. This special cable connects the two computers' serial ports so that 
data can be transferred between them. Using this method, only two play- 
ers can play Duke Nukem 3D at a time. 


Tip: Don't use a "straight-through" serial cable. Only 
a null-modem cable works. Adapters are available to 
convert straight-through cables, if so desired. Visit 
your nearest computer store or Radio Shack for 
help in selecting the correct cable(s) to connect 
your computers. 


After you've chosen Serial Game from the main menu, choose Setup 
COM Port to tell the game how to talk to your serial port. (See "Setting 
Serial Ports for Serial and Modem Games" earlier in this chapter.) 


Note: Both players must set their serial port to the 
same speed or problems will occur. 
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Modem Game 
Specifics 


If you have a modem, you can play Duke Nukem with or against another 
player with a modem. First you have to set up your COM port. (See 
"Setting Serial Ports for Serial and Modem Games" earlier in this chapter.) 


After setting your COM port, select Setup Modem from the Modem Game 
menu. From the Modem Setup screen, select Choose Modem and pick 
your modem from the list provided. 


Note: If your modem isnt listed, choose Default 
String from the list. This uses the default commands 
for dialing and hanging up the modem. 


Choose the correct dialing option for your type of phone system, either 
tone or pulse. 


In most cases you shouldn't have to change the init string, hangup string, 
and dialout string. However, if you experience difficulty or have something 
special you want your modem to do, choose the appropriate option and 
set the string accordingly. See your modem's manual for valid commands 
and their uses. 


Note: The dialout string is dialed before the phone 
number you specify. It can be set to dial a specific 
number to get an outside line or to turn off call wait- 
ing. See your local phone company for instructions 
on how to turn off call waiting when dialing. 


To begin a modem game, one player must place the call and the other 
must answer. Once the two of you have decided who's doing what, 
choose accordingly between Dial Opponent and Wait for a Call. 


The last option you must set—if you're the caller—is the number to dial. 
Choose Phone Number List from the Modem Game menu and select the 
number to dial. Edit or change entries in the phone list by selecting them 
and pressing E. 


After all the options have been set, choose Launch Duke Nukem 3D. Let 
the mayhem begin! 


Note: In modem games, the player placing the call 
is the master. 


Network Game 
Specifics 


Duke Nukem 3D supports up to eight players over a network. If you 
want to play on a local area network, you must have your network dri- 
vers loaded before you run Setup. From the main Setup menu, choose 
Network Game. 


Note: Most networking software needs more dri- 
vers than are required by Duke Nukem 3D. On a 
Novell 3.x network, for example, you don't have to 
run the NETX program; running your card driver 
and the IPX driver is enough. This makes it econom- 
ical to put simple networks together for gaming. A 
handful of players could conceivably build a network 
for as little as $60 per person. All that's needed is 
an inexpensive NE-2000 or compatible network 
card, a few lengths of coax cable, and a few termi- 
nators. Explore the possibilities at your local com- 


puter retail store. 
LR ا‎ RU que ааа аа ааа 
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The Network Game screen is where you set the number of players. Note 
that only one game with a certain number of players can be played on a 
network at one time. For example, if there's a four-player game in 
progress, you can't start another four-player game. 


Note: Duke Nukem 3D uses a default network sock- 
et number of Ox8849. All the players in a game 
must use the same socket number. If two groups of 
players want to play separate multiplayer games on 
the same network, one of the groups must change 
the socket number to another unique number. 


Change the socket number and other options as necessary, and then 
choose Launch Duke Nukem 3D. 


Troubleshooting 
Multiplayer 
Games 


Duke Nukem 3D makes it fairly easy to set up and play multiplayer 
games. However, from time to time you may experience difficulties. 


Solving Problems with 
Serial Links 


There are several problems you may encounter while trying to connect 
two computers with a serial cable. This section covers some of the more 
common problems and gives you some possible solutions. 


Wrong Cable 


To connect two serial ports, you need to use a null-modem cable or a 
regular cable with a null-modem adapter. Additionally, the cables and 
adapters used must be complete serial cables—cables that connect only 
the send and receive signals can't be used. The easiest method to con- 
nect is by using two modem cables, one for each machine, and connect- 
ing the two with a null-modem adapter. 


Wrong Serial Port 


Make sure that you specify the correct port in Serial Setup. If you don't 
know the correct port, look at the configuration used in another game or 
telecommunication program. If your mouse goes dead when you try to 
connect, chances are you've specified the wrong serial port. 


Different Serial Speeds 


Both players must select the same speed in Serial Setup. Most 486 and 
Pentium computers are capable of supporting speeds up to 57600. It's 
recommended that you start with this speed. If you successfully connect, 
try connecting at 115200. If you can't connect at 57600, try stepping 
down to 38400 or 19200. 


Solving Problems with 
Modem Connections 


There are several problems that can occur while trying to connect via 
modem. This section highlights the most common problems and provides 
possible solutions for each. 


Wrong Port 


Make sure that you specify the correct port in Serial Setup. If you don't 
know the correct port, look at the configuration used in another game or 
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telecommunication program. If your mouse goes dead when you try to 
connect, chances are you've specified the wrong serial port. 


Note that it's impossible to use a mouse on COMI and a modem on 
00103, and vice-versa. (The same goes for COM2 апа СОМА.) These 
ports use the same interrupt and can't be used at the same time. 
Chances are, if your modem and mouse are working fine in other pro- 
grams, they should work fine in Duke Nukem 3D. 


Wrong Modem Settings 


If you're having trouble connecting, both players should try using 
"AT&F" as the modem Init String. This sets the modems to the factory 
defaults. Using this setting, connections shouldn't be a problem. 


You might also try using a lower baud rate. Start with 9600 and work 
your way up as you continue to get better connections. Note that both 
players can have different baud rates, but you should change only one 
player's rate at a time to minimize the changes taking place. 


If all else fails, try connecting using other communication programs. 
If you can connect using Windows Terminal or another commercial 
program like Procomm, you should be able to connect with Duke 
Nukem 3D. 


Bad Phone Lines 


Modem communications are sensitive to telephone line noise. If you 
experience frequent hangups or jerky gameplay, check your phone lines 
for noise. Try connecting with another telecommunications program and 
watch for garbage appearing on your screen. If the problem persists, try 
turning your modem's error correction back on (if you've turned it off) or 
have the local telephone company check your line. 


Note: Call waiting can cause your modem to hang 
up. When you receive a call while you're playing, the 
call waiting beep interrupts the data flow. If you 


have call waiting, try entering “* 70” as the Dialout 
String to turn it off while you're playing. Check with 
your local telephone company to verify that this 
code turns off call waiting in your area. 


Solving Problems with 
Network Connections 


Several problems may be encountered while you're trying to get connect- 
ed over a network. This section addresses the most common and gives 
possible solutions. 


Cabling and Other Network 
Problems 


The most common fault in computer networks lies in the cabling. Check 
all your connections thoroughly and verify that the appropriate connec- 
tions are terminated (if you're running on a coax topology). Of course, if 
the network runs other network applications normally, it should also run 
Duke Nukem 3D. Most network cards come with diagnostic software to 
test the integrity of the network, and more thorough diagnostic software 
is available through online services like CompuServe. 


Wrong Drivers 


Verify that you’re running only the absolutely necessary drivers for your 
network. Some networks include support for supplemental connections 
like TCP/IP. It’s not necessary, and can be detrimental, to run drivers to 
support such connections. You should only have to run your network 
card driver and an IPX protocol driver. (Some network cards require 
other drivers to be loaded before the actual card driver.) 
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Routers or Bridges 


Duke Nukem doesn't run well over routers or bridges. If connections can 
be made at all, gameplay will most likely be jumpy and erratic. Try to 
play on computers that are all on the same topology without intervening 
network routers or bridges. 


Network Traffic 


Too much network traffic can cause Duke Nukem 3D to run erratically. 
Likewise, too much Duke Nukem can cause problems with other net- 
Work software! Play multiplayer games on networks during off-hours, 
when other users aren't trying to use the same bandwidth for other appli- 
cations. 


Playing Duke 
Nukem 3D on 
Online Services 


It'S possible to play Duke Nukem on several online services, connecting 
yourself to players from all over the world! 


Total Entertainment 
Network 


TEN (Total Entertainment Network) is supported directly by Duke 
Nukem 3D. At the time of this writing the service was still in testing, but 
looked very promising. 


TEN is a service that enables Duke Nukem 3D players from all over the 
world to play together. TEN is accessible from many local numbers across 
the country, as well as on the Internet. 


TEN uses Duke Nukem's external communication driver capabilities to 
take over the communication between games. Instead of communicating 
with the standard Duke Nukem 3D network, serial, or modem drivers, 
your game talks to the TEN drivers, which in turn talk to the TEN net- 
Work. 


After connecting to TEN, you can chat with other players or start a game 
with up to 8 players. Other players can then join and play in your game. 
After the game you're returned to the TEN network, where you can con- 
tinue chatting or start a new game. 


At the time of this writing TEN was still finalizing its prices, but it looks 
like the service will cost about $8/hour for direct access and $3/hour 
for Internet access. To run the TEN software you need Windows 95, a 
14.4 or faster modem or Internet connection, and at least a 486 comput- 
er. (A Pentium with 16M+ RAM is highly recommended.) 


For more information on TEN, call 1-800-8040-TEN (836) or check out 
the TEN World Wide Web page at http://www.ten.net. 


Kali 


It’s possible that the leading Internet gaming solution will have some 
Duke Nukem 3D support. The level and detail of this support is 
unknown at the time of this writing. Check out the Kali World Wide 
Web page at http://www.axxis.com/kali or the Kali Game FAQ at 
http://www.duke.edu/~pbg/kalifag.htm. 


Dwango is another online gaming service that cut its teeth on Doom and 
Doom II. For more information on Dwango, visit their World Wide Web 
page at http://www.dwango.com. 
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Multiplayer 
Hints and 
Strategies 


Playing a multiplayer game requires a whole new set of skills and strate- 
gies. The following section can get you started, but you and your friends 
will surely come up with plenty of ideas of your own! 


Cooperative Games 


For cooperative games, use the hints and tips in the walkthroughs 
(Chapter 4, "Sight-Seeing Guide"). In addition to those tips, remember: 


@ You have more firepower, so use it to your advantage. 


@ When everyone is well-armed, break down the tasks (like getting 
the Access Cards) and assign them to teams. 


© Let players use their weapon of choice, but make the team well- 
rounded. 


Dukematch Games 


Dukematch games require skill, cunning, and a thirst for blood. Here are 
some ideas on improving your Dukematch scores: 


@ Don't use single-player tactics. You're playing against humans now. 


@ The better you know the levels, the better you'll play. As mentioned 
earlier, multiplayer levels have additional items, doors, and so on. 
You can practice a level in multiplayer mode by using the /q para- 
meter when starting Duke Nukem 3D. Combine this parameter 
with the /1 and /v (level and volume parameters) as follows: 


DUKE3D /q# /vit /WHt 


The number after the /q indicates how many players appear in the 
fake Dukematch. The number after the /v is the volume (episode) 
you want to play, and the number after the /1 is the level of that 
episode. Add a /m to the end if you want to play without monsters. 


For example, the following command starts Duke Nukem 3D on 
the Bank Roll level (Episode 3, level 2) with three opponents and 
no monsters: 


DUKE3D /q3 /v3 /102 /m 


Note that the level numbers are found near the end of the text file 
USER.CON in the Duke Nukem 3D directory. Load this file into a 
text editor (like DOS' EDIT) and search for the line: 


// Level file names can't excede 13 characters. 


@ Roll your pipe bombs. Pipe bombs make a distinctive “tink, tink, 
tink" sound when thrown, alerting all within earshot that they're 
being placed. To avoid tipping off your opponents, crouch near the 
ground (use the Z key) when you throw the bombs. Instead of 
bouncing along the ground, they'll roll silently forward. 


@ When you run across a stray pipe bomb, use a firearm to shoot and 
detonate it from a distance. 


@ Think deviously—like the makers of Duke Nukem. They have filled 
each level with plenty of hiding and sniping spots. Look for these 
spots as you move around the levels. 


@ Many holodukes are placed near areas where they can be best used. 
Use the following technique to extend the life of your holoduke: 
Place the holoduke where you want it, and then return to where 
you picked it up. Stand on that spot, and when the holoduke 
respawns you'll pick it up again, thus instantly extending the exist- 
ing holoduke. 


@ Use pools of water for cover and for ambush situations. Pools that 
have sets of scuba gear at the bottom are especially useful, because 
you can stay underwater almost indefinitely. 
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@ Explore detours. Almost every important area in a level can be 
accessed in more than one way. If you see an opponent heading for 
a particular area, use another path to cut him off or greet him at his 
destination. 


@ Although security cameras aren't very useful in single-player games, 
they can be invaluable in multiplayer games. Use them to search for 
opponents or to keep an eye on a trap you've set. 


Note: In the GAMES.CON file there's a line that 
reads: 


define CAMERASDESTRUCTABLE NO 


Change the NO to YES to make the cameras 
destructible, adding a new level of complexity and 
strategy to Dukematch. Note that all players need 
to make this change. 
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© Bea shadow. Hide in dark areas while wearing night vision goggles 
to get a jump on your opponents. Use any light switches you see to 
put your opponents in the dark. Conversely, turn on lights before 
entering dark rooms to avoid being on the wrong end of an 
ambush. 


@ Rockets and pipe bombs travel through teleporters. Launch a rocket 
through a teleporter to blast any opponents on the other side. When 
you're being chased, run through a teleporter, turn around, and fire 
a rocket into it. Chances are, you can catch your opponent straight 
on. 


Toss a pipe bomb through a teleporter to set off any trip mines wait- 
ing on the other side. 


© Keyboard users should use the setup program to map the secondary 
portable medkit key to the Fire or Jump key. Setup alerts you that 
another function already uses that key, but you can still make the 
change. 


@ Laser trip mines make great traps. Set them in the following places: 


Right under window ledges. 

In teleporter booths. 

In groups of three: one high (jump), one at eye level, and one low 
(crouch). 

In elevator or manhole shafts (use the jetpack). 

Behind closed doors, like bathroom stalls (set the trip mine and 
quickly close the door before it arms). 

Just under the waterline. 

By other explosive devices like canisters, or with scattered pipe 
bombs. 

Near popular weapons and powerups. 


@ Know when to run. Standing toe-to-toe with an opponent is fool- 
hardy and will probably get you killed. Even if you kill the other 
guy, you'll be too weak to defend yourself against other attacks. 


@ Use the jetpack to surprise opponents from the air. Another good 
trick is to turn it on but stay on the ground. The sound of the jet- 
pack will make opponents look up for flying opponents while you 
blast them from the ground. 


@ Use the shrinker. Although it's often underrated, it's perhaps the 
most deadly Dukematch weapon because it requires just one hit to 
shrink an opponent. Then it's fairly simple to step on the diminutive 
foe. 


@ Listen. The richness of the Duke Nukem 3D environment tells you 
a lot about what your opponents are doing by the surrounding 
sounds. Many of the doors and lifts make unique sounds. 
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© Practice “lobbing” rockets. Try launching them while you jump. If 
fired at the right time, they’ll arc upward, over obstacles, and arc 
back down toward the ground. Practice shooting at the counter of 
the bookstore from the entrance to the peepshow booths in the Red 
Light District (Episode 1, Level 2). The rocket should arc up over 
the bookcases and come back down between the counter and ceil- 
ing, hitting anything behind the counter. 


@ Set up a safe base of operations. Find a secluded area, or one behind 
several layers of protection (natural or custom-built). Fall back to 
this position when you need a break. 


@ Use the Backspace key to get the drop on a pursuer. When an oppo- 
nent is chasing you, turn around quickly and blast him. 


@ Crouch behind crates, counters, and other objects to hide from 
opponents or to take cover. Crouching in open areas also makes you 
harder to hit. 


Editing 
Duke Nukem 


Duke Nukem 3D is the first 3D action game to ship with a full-featured 
editor. The Build editor is the same editor that the 3D Realms team used 
to create the 30 levels of the game. 


This chapter teaches you the rudimentary skills you need to create your 
own levels. It starts by guiding you through the creation of a simple 
level, and then enhances it with doors, windows, lifts, and other special 
effects. 


Note: The editor uses two line colors—white and 
red—to show different items. This chapter uses 
solid lines for white lines and dotted lines for red 
ones. 
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Setting Up the 
Build Editor 


The Build editor is located in the GOODIES\BUILD directory of the reg- 
istered Duke Nukem 3D CD-ROM. To install the editor, copy it into the 
Duke Nukem directory on your hard drive. 


Note: It's recommended that you create a BUILD 
subdirectory under your Duke Nukem 3D directory 
and place the editor there. The editor needs to 
have a copy of the game in the same directory, so 
copy the contents of your game directory into the 
BUILD directory as well. This takes up quite a bit of 
disk space, but it provides you with separate playing 
and editing copies of the game. 


If you have a standard VGA video card, Build should run fine straight out 
of the box. You may need to run the BSETUP program if you want high- 
er resolution graphics, or if you have a non-standard video card. 


Tip: Although higher resolution provides sharper tex- 
tures in 3D mode, it also creates smaller thumbnail 
images from which to choose the textures. It's rec- 
ommended that you run the editor at 320 x 200 
resolution, and that you use the Duke Nukem 3D 
game to view your work at higher resolutions. 


To use the editor, you need a Microsoft-compatible mouse with a loaded 
mouse driver. 


Using Custom 
Levels in Duke 
Nukem 


To use new levels in Duke Nukem 3D, you must start the game by way 
of the Setup program. Choose Select User Level from the main Setup 
menu, select the user level (it must be in the same directory as the 
game), and then choose Save and Launch Duke Nukem 3D. 


You can also start Duke Nukem 3D with a user level by using the “-map” 
command line parameter. From the DOS prompt, type: 


DUKE3D -map userlevel 


where "userlevel" is the name of the level along with the ".map" 
extension. 


Note: It’s possible to edit existing levels of Duke 
Nukem 3D. It's often helpful to do some reverse 
engineering—looking at existing levels for examples 
of how to accomplish certain special effects. 

To edit the existing levels, you must first extract 
them from the GRP file. To do this, use the KEX- 
TRACT program in the BUILD directory as follows: 


KEXTRACT DUKESD.GRP E#L#.MAP 


Replace the #’s with the episode and level number 
you want to extract. A new MAP file will appear in 
the directory with the name you specified 
(E#L#.MAP). 


Conversely, you can use KGROUPEXE to group files 


into new GRP files. 
SAS OR еа 
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Build and 
Windows 95 


Windows 95 users can run the Build editor and Duke Nukem simultane- 
ously. To do so, set each one as a separate program icon, using the Duke 
Nukem directory (not the Build directory) for the Duke Nukem icon. 


Change the Program properties of the Duke Nukem icon to add “-тар 
тарпате” to the command line, where mapname is the directory and 
name of the level you're editing (i.e., build\newboard.map). 


Change the Misc properties of the Build icon, and uncheck all but the 
Ctrl+Esc Windows hot key. The Build editor uses many of these keys, so 
you need to tell Windows to ignore them when Build is running. You 
want to leave Ctrl+Esc checked so you can use it access the Windows 
Start menu from within Build. 


Now you can run Duke Nukem 3D to check out your level while you 
have the editor in another window. Remember to save your level before 
running Duke Nukem, and don’t try to save while Duke Nukem is run- 
ning. 


Tip: Put a space and a question mark at the end of 
the Command Line parameter of the Duke Nukem 
3D Program properties. This enables you to enter 
the level name each time you start Duke Nukem. It 
also enables you to run the game with several dif- 
ferent maps. However, you must also type the 
“-map” before the level and include the path to it. A 
DOS batch file can also be used to start Duke with 
different map files—check your DOS manual on how 
to create such a batch file. 
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Understanding 
the Editor 
Commands 


The editor uses keys similar to those in Duke Nukem to move around in 
3D mode. However, you can only use the separate arrow keys on the key- 
board (between the alphanumeric section and the numeric keypad). The 
arrows on the numeric keypad perform special functions described else- 
where in this chapter. 


The PgUp, PgDn, Insert, and Del keys also perform different functions, 
depending on which you use. Pay particular attention to which keys are 
specified in this chapter. (We specify the keys in the separate area between 
the alphanumeric area and the numeric keypad as "separate" keys.) 


The two Enter keys also perform separate functions. The Enter key on the 
numeric keypad switches the editor in and out of 3D mode, while the 
Enter key on the alphanumeric section functions like a normal Enter key, 
ending input. 


To get to the main menu of the editor, press Esc in 2D mode. From this 
menu you can load levels, save levels, start new levels, and quit the editor. 


The mouse buttons also perform different functions as defined later in the 
chapter. Pay particular attention to which button is mentioned in the steps 
below. 


In 3D mode, the arrow keys (not the ones on the numeric keypad) move 
you around horizontally, while the A and Z keys move you vertically. 
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Note: There are three vertical movement modes— 
Gravity, Lock, and Slide. Gravity works like the 
game, gluing your viewpoint to the current floor. 
Pressing A makes a little jump, but you cannot float 
in the air. Lock mode enables you to change altitude 
with single presses of the A and Z keys. Slide mode 
is like Lock mode, but you can hold down A or Z to 
move more rapidly. Use the CapsLock key to switch 
modes. (There's no visible indication of which mode 
you're currently in.) 


Making a Room 


To start the Build editor, start at а DOS prompt. Change to the directory 
where you installed Build, type BUILD, and press Enter. When the copy- 
right notice appears, press Enter. 


The editor starts in 2D mode. This mode looks like a sheet of graph 
paper with a mouse cursor (which looks like a red +) and a white posi- 
tion arrow. The white arrow shows the current position in 3D mode, 
which is discussed later. 


To move around the map, position the mouse on the map and click the 
right button to place that spot in the center of the screen. Use the A and 
Z keys to zoom in and out of the map. 


Now let's create a simple room. 


Drawing in 2D Mode 


Follow these steps to create a square room: 


1. Zoom the map out so that you can see at least 10 squares across by 
10 squares down. 


2. Place the mouse cursor at the intersection of two lines in the upper- 
left corner and press the spacebar. This places the vertex under the 
mouse cursor and begins the wall-drawing process. 


3. Move the mouse to the upper-left corner of the editor and press the 
spacebar again. А new vertex is created and a line extends out to it. 


4. Repeat this procedure in the lower-right and then lower-left corners 
of the editor. (You can only draw in the area where the grid is 
located.) 


Note: If you make a mistake drawing a line, press 
Backspace to delete the last line drawn. 


5. Move the mouse to the first vertex and press the spacebar again. 
This completes the square and ends the line drawing process. 


6. If you haven't drawn a perfect rectangle, click and drag the corners 
to new positions. 


Now you have a simple square room. Let's take a look in 3D mode. 


Working in 3D Mode 


Place the mouse in the center of the square and click the right mouse 
button. This recenters the screen and moves the 3D position arrow to 
that spot. 


Now press the Numpad Enter key. The editor switches to 3D mode. You 
should see a short room with brown brick walls, floor, and ceiling. 


Change a Texture 


To change a texture on a wall, ceiling or floor, point at it with the mouse 
cursor and press "V" twice. 
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Note: The first time you press V, Build shows the 
textures already used in this level. The second time 
it displays all the available textures. The single V can 
be used to ensure you use the correct texture (if 
you're looking for one you have already used). 


Use the arrow keys to move the highlight to a new texture and press 
Enter (the Enter key on the alphanumeric section of the keyboard). The 
editor then returns to 3D mode and displays the new texture on the 


| 
СА 


Note: On the texture selection screen, notice the 
number in the lower-left corner and the name (occa- 
sionally, depending on the texture highlighted) in the 
lower-right. The number can be used to select tex- 
tures, and the name indicates the texture. (This is 
particularly important for sprites—defined later— 
that use the same selection screen.) 


If you want to change the size of the texture, use the up and down 
arrows (on the numeric keypad) to stretch and shrink the item vertically, 
and the left and right arrows to stretch or shrink it horizontally. 


Press Shift while using the arrows to move the texture around on the 
surface of the wall without sizing it. 


Change the Room Height 


To change the ceiling height in the room, point at it with the mouse and 
press PgUp or PgDn to raise or lower it. You can do the same with the 
floor, which comes in handy later. 


Adding a Table 
and a Counter 
Top 


Let's add two different types of sectors to our new room. The documen- 
tation that comes with the editor refers to these two sector types as 
islands and peninsulas. Islands are sectors that do not share walls with 
other sectors. Peninsulas are sectors that share at least one wall. 


Note: The Build editor refers to areas enclosed by 
lines as sectors. The sectors define areas different 
from those around it. For example, two adjoining 
rooms are two different sectors. The doorway 
between them is a third. You can manipulate each 
sector differently from those around it. 


If you already haven't done so, enter 3D mode and raise the ceiling of 
your room to a decent height before continuing. 


Adding a Table (Island) 


Return to 2D mode and follow these steps to add a table to the inside of 
your room. 


1. Use the mouse and the spacebar to draw a small square in the cen- 
ter of the room. Note that the lines are white. 


2. Place the mouse cursor in the center of the new square and press 
Alt+S to create the sector inside the larger sector. Your finished 
room should look like the one in Figure 6.1. 
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Figure 6. 1. 


3. Use the arrow keys and the mouse to position the 3D pointer by the 
square and press Enter to enter 3D mode. Notice how the new sec- 
tor is the same height as the existing one (you can't see the new 
sector). 


4. Point at the floor and press the numeric minus (-) key a few times 
to darken it. Either the room floor or the new sector will turn dark, 
enabling you to see the difference. 


Note: Dont forget to readjust the lighting back to 
normal. 
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5. Now point at the visible sector floor and press PgUp (the separate 
PgUp, not on the numeric keypad). The floor raises. 


6. Use PgUp to raise the sector floor until it looks like a table. Change 
its textures if you like to make it look unique. 


Tip: You can make a skylight by raising the roof of 
this sector instead. Lighten/darken the ceiling so 
you can see the new sector and use the PgUp key 
to raise the roof slightly. Change the ceiling of the 
smaller sector to a sky texture, and presto—sky- 
light! (Point at the sky texture and press P to paral- 
lax it, which makes it look more realistic.) 


Creating a Countertop 
(Peninsula) 


Now let's create a different type of sector to make a countertop along 
the wall. Follow these steps: 


1. Create two new vertices along a wall by pointing at the wall and 
pressing Insert (the separate Insert key). 


2. Use the mouse and the spacebar to start at one of the new points 
and draw in the direction of the arrows as shown in Figure 6.2. 
(These arrows won't appear in the editor.) 


Figure 8.2. 
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3. Notice how the walls automatically turn red. Change to 3D mode 
and lighten/darken the floor (with the +/- keys on the numeric 
keypad) so you can see the new sector. 


4. Use the PgUp key to raise the floor of the counter so that it looks 
like a counter along the wall. 


5. You can use the numeric keypad arrow keys (with Shift) to align the 
textures on the new sector with those on the wall behind it. 
Change the textures if you like to make it look unique. 


Creating an 
Adjoining Hoom 


Now let's create another room that attaches to this one. Add two new 
vertices on one of the walls. They should not be too close, but not too 
far away either. In the direction of the arrows, starting at the X, use the 
mouse and the spacebar as shown in Figure 6.3. 


Figure 8.3. 


Go into 3D mode and take a look at your new room. Note that the new 
room is a separate sector; the red line between the two rooms is the divid- 
ing point. 


Raise the ceiling of the new room to the height of the original room, if 
necessary. 


Note: To show the height of a sector, place the 
mouse cursor inside the sector in 2D mode and 
press Tab. Build displays the sector's statistics. Look 
at the value of Pixel Height at the bottom of the first 
column: you can use this value to match the height of 
two sectors. 


Slanting a 
Sector 


It's possible (and fairly easy) to slant the ceiling and floor of a sector. Let's 
slant the top of our table by using the following steps: 


1. In 3D mode, point at the ceiling or floor that you want to slant. 


2. Press [ or | (the bracket keys) to slant the surface. The ceiling or floor 
slants around the sector's first wall (the first wall section drawn). 


3. To change the wall around which the surface is slanted, point at the 
wall (in 2D mode) you want to be the pivot and press Alt--F to make 
it the new "first wall," and then use the [ and | keys to re-slant the 
surface. (In 3D mode you can change the first wall by pointing at the 
sector's floor and pressing Alt + E. This changes it to the next counter- 
clockwise wall.) 


You can use the slant feature to make an earthquake-affected floor by 
slanting the individual sectors in a room like the one shown in Figure 6.4. 
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Figure 8.4. 


Adding a 
Window 


On another wall of your first room, let's add a window to the outside. 


Add two new vertices on a wall of the room, then use the mouse and 
the spacebar to add a new sector like the one shown in Figure 6.5. 
(Again, start at the X and follow the arrows.) 


Figure 6.5. 


This creates a new sector that you can use to show the scenery outside. 
(The V shape allows for some depth in your scenery.) 


Now create another sector between the rooms by drawing the line 
shown in Figure 6.6. 


Figure 6.6. 


Now collapse the ceiling down and raise up the floor so that the opening 
looks like a wide window, yet not tall enough to get out of. 


Move to the outside sector and raise the ceiling and lower the floor so 
you can’t see them out of the window from inside the room. Change the 
textures on the V-shaped walls to an outside scenery texture (for exam- 
ple, texture number 89). Presto—a room with a view! 


Note: If the outside textures don’t stretch far 
enough to look realistic, add vertices to the V- 
shaped walls to break them into sections. Then, use 
a different texture on each wall section (like 89- 
96). Place the textures sequentially on each sec- 
tion—89 оп the first section, 30 on the next, and 


so on—so that they connect properly. 
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Scenery 


Now that we have a few rooms, let's add some scenery inside. 


Objects in Duke Nukem 3D are known as sprites. These sprites have 
characteristics of their own and act accordingly in the game. To add a 
sprite, point to where you want it (in either 2D or 3D mode) and press 
S. In 2D mode the sprite looks like an upside-down signboard with the 
name of the sprite on the sign. In 3D mode the sprite actually looks like 
what it represents. 


Let's add a few troopers to the inside of the room. Follow these steps: 


1. Enter 3D mode, point at the location you want a trooper and press 
S. (The sprite probably doesn't look like a trooper.) 


2. Point at the sprite and press V twice to change it. As said earlier, the 
first V shows you what you have already used, the second shows all 
sprites. 


3. At the list of sprites, press С and backspace any number that 
appears after the “Goto tile:” prompt. 


4. Type “1680” and press Enter to go to the “LIZTROOP” sprite and 
press Enter again to select it. You're returned to 3D mode, and a 
trooper is now standing where you created the sprite. 


Note: It's recommended that you use the named 
sprites for all monsters. For standard monsters use 
the standard sprite (like LIZTROOP). If you want a 
monster to stay in the sector in which it was 
placed—on a ledge, for example—use the associat- 
ed STAYPUT sprite (like LIZTROOPSTAYPUT). If you 
want a monster to be doing something when they 
see the player—like making an Enforcer jump—use 
that named sprite (like LIZMANJUMP). 
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5. Add a few more monsters and a decorative item or two (like a 
bottle—sprite 956) to the table or counter). Use the numeric keypad 
arrows to size the sprites accordingly (this has no effect on monsters 
in the game). Now add a weapon or two. 


6. Return to 2D mode and place the 3D pointer where you want to start 
the level. Press Scroll Lock to stamp the player start (the brown 
arrow) under the white arrow. 


7. Save the level and try it in the game. 


We have created a few sectors and sprites, but so far they don't do any- 
thing special. To get a sprite or sector to perform a function (like a door), 
you must tag the sprite accordingly. Let's take a look at tags before we try 
using them. 


Understanding 
High/Low Tags 


Sprites and sectors can be given two different types of tags: high tags or 
low tags. 


These "tags" are numeric values that affect the way the sprite or sector 
operates. For example, if you give a sector a low tag of 20, it becomes a 
simple raise-into-the-roof door. If you tag a sector with a low tag of 31 it 
becomes a two-way train (like the Trams in E2L8: Dark Side). 


Tags are also used to tie two items together. For example, if you put a cam- 
era and a security screen in a level and match the camera's low tag with 
the screen's high tag, you can use the screen to see out of the camera. 


To give a sector a tag, use the 2D mode, put the mouse cursor in the sec- 
tor and press H for high tag or T for low tag. Type in the value of the tag 
at the prompt and press Enter. 


190 Ё Chapter 6 


Editing Duke Nukem 1 191 


To give a sprite a tag, use 2D mode, place the mouse cursor on the sprite 
marker, and press Alt--H for high tag or Alt+T for low tag. Type in the 
value of the tag at the prompt and press Enter. 


Note: Tags are used for a multitude of purposes 
too lengthy to list here. Where tags are applicable, 
they are listed in this chapter. 


Special Sprites 
There are a handful of special sprites that can be placed in special areas 
for special purposes. For example, one sprite is used to link doors and 


other objects to switches. Another sprite controls where a subway car 
sector travels. 


These sprites are numbered 1 through 10 and look like blue letters in 3D 
mode. Their purposes are listed in the Build help file (BUILDHLP.EXE) 
and in Appendix B, "Textures, Sprites, and Sounds." They are used in 
this chapter where appropriate. 


To tie these sprites to objects, you use high and low tags accordingly. 
Several of these sprites are used in the following sections. 


Creating a Door 


Let's create a door between the rooms we created earlier. Follow these 
steps to create a door that raises into the ceiling: 


1. Draw another wall to create a new sector between the rooms, as 
shown in Figure 6.7. 


Figure 8.7. 


2. Go into 3D mode and lower the ceiling of the connecting sector to 
the level of the top of a door. 


3. Return to 2D mode, add two vertices in the doorway, and add the 
lines shown. This creates another sector in the center of the door- 
way, which is the actual door. 


Note: Doors generally look better when they are 


recessed into the wall, like we are creating here. 
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4. Place the mouse cursor inside the new center sector and press T to 
set the low tag. Type in 20 as the low tag and press Enter. The sec- 
tor is now a door. 


Change the texture on the walls of the new sector so you can see it, 
and run this level in the game. The door will be open; press the Use 
button/key to close it and open it again. 


Notice how the door is open and has the texture of the walls around it 
when closed. To close the door, use 3D mode and lower the ceiling of 
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the door sector to the floor. You can then change the texture on either 
side of the door to a door texture (i.e., texture number 242). 


Note: The door added here is the easiest door to 
construct in Build. However, there are many other 
types of doors, some of which are very complex. 
Check out a game level or. ST. MAP for examples on 
how to create other doors. (Pay close attention to 
vertices—many doors use overlapping vertices in 
their construction. When in doubt, drag a vertex a 
short distance from its placement to see if there is 
another vertex underneath.) 


Adding a Switch 


Let's add a switch to activate our door. Place a switch sprite (164) on a 
wall in the level and give it a unique low tag. Add an activator sprite 
(42) to the inside of the door sector and give it the same low tag. Now 
when you flip the switch, the door is activated. 


Note: Use the Masterswitch sprite instead of an 
activator if you want a delay between pressing the 
switch and the door action. Set the high tag to the 
delay between the switch and the action. 

Use the ActivatorLocked sprite to lock the door. 
Match the ActivatorLocked low tag to that of the 


switch to unlock the door. 
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Adding Sounds 


Notice how our door in the last example is silent. That's because we have 
not associated a sound with the sector. Add a MUSICSFX (music/sound 
effect) sprite to the center of the sector and set its low tag to 166. This 
causes sound 4166 (DOOR OPERATE3) to play when the sector is acted 
upon. Try the level now. 


Note: Sound numbers are defined in the text file 
DEFS.CON. The sound numbers are near the end of 
the file. For example, the line: 


define DOOR OPERATES3 166 


defines “166” as the number for the DOOR_OPER- 
ATES sound. Check out Appendix B, “Textures, 
Sprites, and Sounds,” for listings of other sounds. 
(Those who want to make radically different levels 
can edit the VOC files in the GOODIES\VOC directory 
on the CD and recompile them with KGROUPREXE into 
the GRP file.) 


Adding a 
Camera/Screen 


Adding a camera and security screen is very easy. Simply place a camera 
sprite (621) where you want the camera. You can adjust where the camera 
points by pointing at the camera sprite in 2D mode and using the < and > 
keys to rotate the sprite’s angle director (the signboard-like handle on the 
sprite’s 2D label). Point the line where you want the camera to point. 


194 ਇੰ Chapter 6 


Editing Duke Nukem 1 195 


Place a security screen sprite (499 or 502) on a wall. Point at the wall 
and press S to drop a sprite, then use V to change it to the screen. Lastly, 
use the arrow keys to position and size it accordingly. 


Note: Most security screens are recessed into the 
walls. Create a shallow sector in the wall and move 
its ceiling and floor to leave a little nook in which to 
place the screen. Then place the screen on the 
back wall of the nook and size it to the proportions 
of the nook. 


Lastly, set the camera's low tag and the screen sprite's high tag to an 
identical, unique number. This links the two together so you can see the 
camera view through the screen. (Note that the camera uses the low tag 
and the screen uses the high tag for the link between the two.) 


Note: You can link different cameras to different 
screens, or multiple cameras to the same screen 
by setting the tags accordingly. Multiple screens 
can look at the same camera if you set all their high 
tags the same. 


Adding 
Underwater 
Sectors 


The Build engine uses a teleportation trick to achieve the transition to 
underwater sectors. You create two sectors of the same size and mark 


one as “above water” and one as “under water.” When you submerge in 
the above water sector, the game teleports to the underwater sector. 
When you raise to the top of the underwater sector, you’re teleported 
back to the above water sector. 


This necessitates creating two sectors of identical size, which is some- 
times the hard part. 


Let’s add an underwater sector to our level. First, you need an entrance 
to the underwater sector. Follow these steps in 2D mode: 


1. Enlarge the smaller room by dragging the corners to new positions. 


2. Draw a small triangle and change it to a red sector by pointing to it 
and pressing Alt+S. 


3. Drag one of the vertices to another vertex to change the triangle to 
a single line. 


4. This line is now the diameter of a circle in the floor. Position it 
accordingly. 


5. Point to the line and press C. A semicircle of vertices appears 
around the line. 


6. Move the mouse away from the line until the X in the center of the 
semicircle is on the line. Adjust the grid (press G) or the number of 
vertices in the semicircle (number keypad +/-) as needed. The lines 
should appear as shown in Figure 6.8. 
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Figure 8.8. 
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7. Press the spacebar to draw the half-circle. 
8. Repeat this process to draw the other half of the circle. 


9. Go into 3D mode and sink the sector floor into the larger sector's 
floor and give it a water texture (336). 


Now that we have a circular section of water in our room, let's create 
what's underneath it. Remember that the initial underwater sector must 
be the same size as the above water sector. The easiest way to ensure 
this is by making a copy of the sector. You should always make a copy of 
the entire room, which includes the above water sector. Follow these 
steps: 


l. In 2D mode, move the mouse cursor to just outside the upper-left 
corner vertex of the room. 


2. Hold down the right Alt key and drag the mouse to just outside the 
lower-right corner vertex so the entire room sector is surrounded by 
the green line. 


3. Release the Alt key to highlight the room sector and the above 
water sector inside it. 


4. Point to the green shaded sectors with the mouse and press the 
Insert key (the separate one, not the one on the numeric keypad). 
This copies the sector. 


5. Keep pointing at the sector, press the left mouse button, and hold it. 
6. Drag the copied sectors out to a blank section of the map grid. 


7. When the new sectors are positioned where you want them, press 
the right Alt key to deselect them. 


8. Place the 3D position pointer in the new sector and enter 3D mode. 


9. Bring the floor of the circular sector level with the floor of the room 
sector and change its texture to match the room floor. 


10. Recess the circular sector's ceiling into the room ceiling and give it a 
water texture. 


Now we have both sectors. The underwater sector has a water hole in 
its ceiling, where the player will be teleported when he goes underwater. 


All that is left is to tag the sectors. Enter 2D mode and perform the 
following: 


1. Set the low tag of the above water sector (the round hole in the 
floor) to 1. Set the underwater sector's (the round hole in the ceil- 
ing and the underwater room) low tag to 2. 


2. Place a sector effector sprite (41) in each of the round sectors. 


3. Set each of the sector effector low tags to 7 (point at them in 2D 
mode and press Alt+T). 


4. Set the high tag of both sector effectors to a unique number that is 
not used in any other sector effect high tag. (While building this 
example I used “22,” although any number will do because no 
other sector effector is used in this level.) 


Now try the level. When you drop into the hole in the room you're 
transported to the underwater sector. If you want, you can modify the 
size and textures of the room, but don't change the size of the hole in 
the ceiling! 


Other Effects 


There are many effects you can achieve with the Build editor, too many 
to adequately cover here. However, Duke Nukem 3D comes with two 
maps that can be used as examples for almost anything you want to do. 
These two maps are ^ SE. MAP" and “_ST.MAP”. 


The * ST" map shows examples of every applicable Sector Tag. Each tag 
is illustrated in a different room, accessible through a numbered tele- 
porter. Run the level in the game and take the appropriate numbered 
teleporter to the room showing the effect. Try out the effect and then 
toss the level into the editor to see how it was coded. 


The “ SE" map shows examples of every applicable Sector Effector. Like 
* ST.MAP", this level uses numbered teleporters to access separate 
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rooms for each effector. Use the process defined above to view the effect 
and the code behind it. 


Note: Check out the 3D Realms Web site for links 
to other Duke Nukem 3D Web sites. Many of these 
sites are compiling tips on level editing and should 
have a comprehensive online list. 


The following small sections briefly define some of the more popular 
effects and the sector tags/effectors that make them work. 


Teleporters 


Teleporters are an easy item to create in Build. Simply construct two sec- 
tors that will be used as teleporter bases and drop a Sector Effector with 

a low tag of 7 in each. The high tag of two SE sprites should match and 

be unique, and each sector’s low tag should be 0. 


Note: You can only link two teleporters; that is, one 
teleporter can only teleport to one destination and 
the destination can only teleport back to the source 
teleporter. 


Set the angle of the SE sprite to the direction you want the player to be 
facing when they teleport into each sector, and position the sprite to the 
location within the sector you want the player teleported to. You may 
also want to decorate the sector as a teleporter, using a texture like #626 
on the floor and ceiling. (The sound effect of a teleporter is automatic.) 


Cracked Walls 


Create a sector in the wall where you want to place the crack and create 
the desired look for when the wall is blown up. (Use the slant keys | and 
] to give the area an irregular look.) 


Place a sector effector with a low tag of 13 in each sector that borders 
the room. This places temporary walls across the entrance to the space 
you created. Toss a cracked sprite (546—549) on one of the temporary 
walls. The crack starts the reaction when an explosion is created nearby. 
The temporary walls disappear, revealing the space beyond. 


Note: Add a few C-9 canisters (sprite 1247) inside 
the hidden space for a bigger bang. If you shrink 
the canisters horizontally, they won't be visible in the 
game. This enables you to create explosions any- 
where you choose, without a player seeing the can- 
isters. (Take a look at the demolished building in 
E1L2.) 


Giving a canister a low tag will cause a delay, creat- 
ing a better effect. If you plant three canisters, give 
the first a tag of 20, the second a tag of 40, and 
the third a tag of 60. 


The last step is to give all #13 Sector Effectors, cracks, and C-9 canisters 
the same unique high tag. 


Note: Give the sector behind the crack a low tag of 
32767 to make it a secret area. 


Subways 


Create a sector that you want to use as a subway and put a sector effec- 
tor with a low tag of 6 in it. Any sector you place inside this sector will 
also be a part of the subway if you match their high tags. 


Then, place locator sprites along the path you want the subway to travel. 
Assign increasing values (starting at 0) to the locators’ low tags to define 
in which order they are traveled. The subway will start at Locator 0 and 
follow the route to the highest Locator, and then loop back to Locator 0. 
Set a Locator's high tag to 1 if you want the subway to stop just beyond 
that location for 5 seconds. 
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Note: It's helpful to create the subway where you 
want it to start. Place the first Locator close to the 
subway sector. 


If you want to create a subway car to follow the engine (SE #6), create 
the sector and add a sector effector with a low tag of 14. The subway car 
(14) will follow the subway engine (6) around the Locators. 


Note: If you have more than one subway on a level, 
set the high tags on the matched engines and cars 
to the same, unique value. (See ЕЗІ 6 for an 
example.) 


Trams 


Trams are like subways, but they only travel from point A to point B. 
Create the Tram sector and give it a low tag of 31. Then add a sector 
effector with a low tag of 30. (Any sector attached to the Tram also 
needs to have a low tag of 31, but doesn't need a sector effector.) Set the 
sector effector's angle to the direction you want the Tram to initially 
travel. 


Add an activator in the sector and a switch with a low tag that matches 
the activator. Put two locators where you want the Tram to travel. (The 
starting point Locator should be placed just in front of the Tram and 
should have a low tag of 0; the destination a low tag of 1.) 


The switch moves the Tram back and forth between the two Locators. 
When it reaches the #1 Locator, it activates any activator sprite with a 
low tag two greater than the Tram's activator low tag. Upon returning to 
the #0 Locator, it activates any Activator sprite with a low tag one 
greater than the Tram's Activator low tag. 


For example, if the Tram's Activator is 400, when it reaches Locator #1 
it activates Activator 402. Upon returning to Locator #0, it activates 
Activator 401. You can use this feature to open doors at each end of the 
Tram's travel. (See E2L8 for examples of Trams.) 


Spawning Items 


To spawn an item or monster, place a Respawn sprite (#9) in a sector 
where you want the object or monster to spawn. Set the Respawn 
sprite's high tag to the number of a named sprite (like LIZTROOP, 
#1680) and match its low tag with an activator of some type (Activator, 
Touchplate, or Masterswitch). 


Mirrors 


Mirrors need a lot of setup, but are fairly easy to create. First you need to 
place a room behind the mirror to handle the reflection. The room needs 
to be as large as the largest sector it will reflect. 


Do the following to the wall where the mirror will be placed: 
@ Make it one way (point at it in 3D and press “1”). 
@ Give it texture #560. 


@ Toggle its hitscan flag to enable bullets to hit it (point at it in 3D 
mode and press H). 


© Make it block objects (point at it in 3D mode and press В). 


Note: The reflection room is the hardest part. 
Check out various levels to see examples on how 


large the reflection room needs to be. 
== 


Elevators 


Elevators use the teleporter trick (like water) to move between floors. 
Build two identical sectors at different heights and give each a small 
nook sector to use as an elevator. Tag both nook sectors with a low tag of 
15. Give the bottom floor a high tag of 0 and the upper floor a high tag 
of 1. Both elevators also need a sector effector with a low tag of 17, plus 
matching unique high tags. The lower sector's effector must be shaded. 


Look at room 15 in. ST. MAP for an elevator example. 
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Color Changes 


You can change the color of the access cards and access locks between 
blue (default), red, and yellow. To change the sprite's color, point at it in 
3D mode and press Alt+P. Enter the following numbers for the appropri- 
ate color: 


Blue 0 
Red 21 
Yellow 23 


Multiplayer Objects 


Any object, sprite, monster, and so on that you only want to appear in 
multiplayer games need to have a palette of 1. Point at the sprite in 3D 
mode, press Alt--P, and enter 1 as the new color. 


Coded Switches 


To create groups of switches that must be pushed in the right order to 
operate a door, assign them all the same low tag, and set the high tag to 
1 if the switch should be pushed, or 0 if it should not be. For example, if 
you had four switches and wanted them to unlock a door when the first 
and fourth were pushed, you would assign high tags as follows: 


First switch 1 
Second switch 0 
Third switch 0 
Fourth switch 1 


Their low tags would all match the low tag of the ActivatorLocked sprite 
in the door sector. 


Troubleshooting 


If you have problems with Duke Nukem 3D, there are several places you can 
turn for help. Here's a list of the known sources at the time of this writing. 


The Duke Nukem 
3D Help File 


In the Duke Nukem 3D DOS directory, type DN3DHELP to display the help 
file. The file includes solutions to several problems that users might experi- 
ence. This file is very comprehensive and will probably cover your problem. 
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Ародее апа 
3D Realms 


Check out the following for information and help directly from the 
manufacturers: 


CompuServe GO REALMS 

America Online Keyword “3D Realms” 

Internet/World Wide Web alt.games.apogee 
http://www.3drealms.com 

Support Line (M—F, 8am-ópm Central) 214-278-5655 

Tech Support Fax 214-278-4670 

U.S. Mail 3D Realms Entertainment 


Technical Support/Game Hints 
PO Box 496419 
Garland, TX 75046-6389 


Other Gamers 


Check out the gamer forums and newsgroups online for tips from other 
gamers. Many times you can find other players who have had the same 
problem and know how to solve it. 


Textures, 
Sprites, and 
Sounds 


This appendix lists all the textures, sprites, and sounds available in Duke 
Nukem 3D. Use this as a reference while you're working with the Build 
editor. For example, look up the name of a texture you want to use and 
use its number to find it in the editor. Or find the sound you want to use 
in a particular situation and use the number shown in a MUSICSFX 
sprite. 
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Textures and 
Sprites 


The following list has been alphabetized to help you locate the texture or 
sprite you're looking for. 


Character Sets (Letters, 
Numbers, Punctuation) 


Texture/Sprite Number 
Start of large silver numbers 640 
Start of small characters 2822 

Start of large red characters 2930 

Start of large silver characters 2966 

Start of large red punctuation 3002 

Start of very small numbers 3010 

Start of mini-font 3072 


Miscellaneous Textures 
and Sprites 


Texture/Sprite Number 


ACCESS ICON 2471 
ACCESSCARD 60 
ACCESSSWITCH 130 
ACCESSSWITCH2 170 
ACTIVATOR 2 


ACTIVATORLOCKED 4 


Texture/Sprite Number 


AIRTANK 56 
AIRTANK ICON 2468 
ALIENSWITCH 1142 
AMMO 40 
AMMOBOX 31 
AMMOLOTS 48 
ANTENNA 607 
APLAYER 1405 
APLAYERTOP 1400 
АКМЛІВІ 1772 
ARROW 20 
ATM 867 
ATMBROKE 888 
ATOMICHEALTH 100 
BACKGROUNDSCREEN 2448 
BADGUYICON 2453 
BANNER 1236 
BARBROKE 1225 
BATTERYAMMO 4] 
BETASCREEN 2493 
BETAVERSION 2440 
BGRATEI 596 
BIGALPHANUM 2940 
BIGAPPOS 3022 
BIGCOLIN 3007 
BIGCOMMA 3003 
BIGFNTCURSOR 2820 
BIGFORCE 230 
BIGHOLE 1141 
BIGHOLE2 893 
BIGORBITI 84 
BIGORBIT2 85 
BIGORBIT3 86 
BIGORBIT4 87 
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Texture/Sprite Number 


BIGORBIT5 88 

BIGPERIOD 3002 
BIGQ 3005 
BIGSEMI 3006 
BIGX 3004 
BLANK 3026 
BLANKSCREEN 1293 
BLIMP 3400 
BLOOD 1620 
BLOODPOOL 1226 
BLOODSPLATI 2296 
BLOODSPLAT2 2298 
BLOODSPLAT3 2297 
BLOODSPLAT4 2299 
BLOODYPOLE 1324 
BOLT] 634 
BONUSSCREEN 3240 
BOOT_ICON 2463 
BOOTS 61 

BORNTOBEWILDSCREEN 3370 
BOSSI 2630 
BOSSILOB 2670 
BOSSISHOOT 2660 
BOSSISTAYPUT 2631 
BOSS2 2710 
BOSS3 2760 
BOSSTOP 2696 
BOTTLE 954 
BOTTLE10 1157 
BOTTLE] 1 1158 
BOTTLE12 1159 
BOTTLE13 1160 
BOTTLE14 1161 
BOTTLE15 1162 


Texture/Sprite Number 


BOTTLE16 1163 
BOTTLE17 1164 
BOTTLE18 1165 
BOTTLE19 1166 
BOTTLE2 955 
BOTTLE3 956 
BOTTLE4 957 
BOTTLES 1012 
BOTTLE6 1013 
BOTTLE7 1025 
BOTTLES 1014 
BOTTOMSTATUSBAR 2462 
BOUNCEMINE 940 
BOX 951 
BPANNELI 341 
BRICK 626 
BROKEFIREHYDRENT 950 
BROKEHYDROPLANT 1003 
BROKENCHAIR 559 
BROKENCLOCK 1067 
BULLETHOLE 952 
BURNING 2270 
BURNING2 2310 
BUTTONI 3164 
CACTUS 911 
CACTUSBROKE 939 
CAMCORNER 2482 
CAMERAI 621 
CAMERALIGHT 685 
CAMERAPOLE 554 
CAMLIGHT 2484 
CANWITHSOMETHING 1232 
CATLITE 2552 
CEILINGSTEAM 1255 
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Texture/Sprite 
CHAINGUN 
CHAINGUNSPRITE 
CHAIRI 

CHAIR2 

CHAIR3 
CIRCLEPANNEL 
CIRCLEPANNELBROKE 
CLIPINHAND 
CLOCK 

COLA 
COLAMACHINE 
COLAMACHINEBROKE 
COMMANDER 
COMMANDERSTAYPUT 
CONE 
COOLEXPLOSIONI 
СВАСКІ 

СВАСК2 

СВАСКЗ 

CRACK4 
CRACKKNUCKLES 
CRANE 

CRANEPOLE 
CROSSHAIR 
CRYSTALAMMO 
CYCLER 
DEVISTATOR 
DEVISTATORAMMO 
DEVISTATORBLAST 
DEVISTATORSPRITE 
DIGITALNUM 
DIPSWITCH 
DIPSWITCH2 
DIPSWITCH3 
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Texture/Sprite Number 


DOMELITE 551 
DOORSHOCK 160 
DOORTILE! 152 
DOORTILE10 159 
DOORTILE11 1178 
DOORTILE12 1179 
DOORTILE14 717 
DOORTILE15 1102 
DOORTILE16 781 
DOORTILE17 1169 
DOORTILE18 447 
DOORTILE19 448 
DOORTILE2 153 
DOORTILE20 449 
DOORTILE21 1144 
DOORTILE22 395 
DOORTILE3 154 
DOORTILE4 155 
DOORTILES 150 
DOORTILE6 151 
DOORTILE7 156 
DOORTILE8 157 
DOORTILE9 158 
DREALMS 2492 
DRONE 1880 
DUKECAR 2491 
DUKEGUN 1528 
DUKEICON 2452 
DUKELEG 1536 
DUKELYINGDEAD 1518 
DUKENUKEM 2497 
DUKETORSO 1520 
EGG 675 
ENDALPHANUM 2915 
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EPISODE 
EXPLODINGBARREL 
EXPLODINGBARREL2 
EXPLOSION2 
EXPLOSION2BOT 
F1HELP 
FALLINGCLIP 
FANSHADOW 
FANSHADOWBROKE 
FANSPRITE 
FANSPRITEBROKE 
FECES 

FEMI 

ЕЕМ2 

FEM3 

FEMA 

FEMS 

FEMÓ 

FEMÓPAD 

FEM7 

FEM8 

FEM9 

FEMMAGI 
FEMMAG2 
FEMPICI 
FEMPIC2 
FEMPIC3 
FEMPIC4 
FEMPICS 
FEMPIC6 
FEMPIC7 

FETUS 
FETUSBROKE 
FETUSJIB 
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; Number 


247 

1238 
1239 
1890 
2219 
2445 
2530 
412 

416 

407 

411 

2200 
1312 
1317 
1321 
1325 
1323 
1334 
1335 
1395 
1336 
3450 
568 

577 

1280 
1289 
1298 
1306 
963 

964 

965 

1358 
1359 
1347 


Texture/Sprite Number 


FIRE 2271 
FIRE2 2311 
FIREBARREL 1240 
FIREEXT 916 
FIRELASER 1625 
FIREVASE 1390 
FIRSTAID 53 
FIRSTAID. ICON 2460 
FIRSTGUN 2524 
FIRSTGUNRELOAD 2528 
FIRSTGUNSPRITE 21 
FIST 1640 
FLOORFLAME 2333 
FLOORPLASMA 1082 
FLOORSLIME 200 
FOODICON 2454 
FOOTPRINT 3701 
FOOTPRINTS 550 
FOOTPRINTS2 672 
FOOTPRINTS3 673 
FOOTPRINTS4 674 
FORCERIPPLE 1671 
FORCESPHERE 2590 
FRAGBAR 2465 
FRAMEEFFECT 1 3999 
FRANKENSTINESWITCH 140 
FREEZE 2548 
FREEZEAMMO 37 
FREEZEBLAST 1641 
FREEZESPRITE 24 
FUELPOD 517 
GENERICPOLE 977 
GETICON 2455 
GLAIR 2578 
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GLASS 
GLASS2 
GLASS3 
GLASSPIECES 
GPSPEED 
GRATEI 
GREENSLIME 
HAND 
HANDHOLDINGACCESS 
HANDHOLDINGLASER 
HANDPRINTSWITCH 
HANDREMOTE 
HANDSWITCH 
HANDTHROW 
HANGLIGHT 

HANGOOZ 
HBOMBAMMO 
HEADERBAR 

HEADJIBI 

HEALTHBOX 

HEAT ICON 
HEATSENSOR 
HEAVYHBOMB 
HELECOPT 

HOLODUKE 

HOLODUKE ICON 
HORSELITE 
HORSEONSIDE 
HURTRAIL 

HYDRENT 
HYDROPLANT 

INDY 
INGAMEDUKETHREEDEE 
INNERJAW 
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Number 
$03. Г 
504 
3187 
1031 
10 
595 
2370 
2532 
2568 
2563 
1155 
2570 
1111 
2573 
979 
1022 
47 
2242 
1768 
30 
2461 
59 
26 
1346 
1348 
2470 
1034 
1026 
859 
981 
969 
1355 
2499 
1860 


Texture/Sprite 


INVENTORYBOX 
IVUNIT 
JAILBARBREAK 
JETPACK 
JETPACK_ICON 
JIBS1 

JIBS2 

JIBS3 

JIBSA 

JIBS5 

1856 
KILLSICON 
KNEE 

LA 

LASERLINE 
LASERSITE 
LEGJIB1 
LIGHTSWITCH 
LIGHTSWITCH2 
LIZMAN 
LIZMANARMI 
LIZMANDEADSPRITE 
LIZMANFEEDING 
LIZMANHEADI 
LIZMANJUMP 
LIZMANLEGI 
LIZMANSPITTING 
LIZMANSTAYPUT 
LIZTOP 

LIZTROOP 
LIZTROOPDSPRITE 
LIZTROOPDUCKING 
LIZTROOPJETPACK 
LIZTROOPONTOILET 


216 Ё Appendix B 


Texture/Sprite 
LIZTROOPRUNNING 
LIZTROOPSHOOT 
LIZTROOPSTAYPUT 
LOCATORS 
LOCKSWITCH1 
LOGO 
LOOGIE 
LUKE 
MASKWALL 
MASKWALLI0 
MASKWALL1 1 
MASKWALL12 
MASKWALL13 
MASKWALL14 
MASKWALLI5 
MASKWALL2 
MASKWALL3 
MASKWALLA 
MASKWALLS 
MASKWALLÓ 
MASKWALL7 
MASKWALL8 
MASKWALLO 
MASTERSWITCH 
MENUBAR 
MENUSCREEN 
MIKE 
MINIFONT 
MIRROR 
MIRRORBROKE 
MONEY 

MONK 
MOONSKYI 
MOONSKY2 
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Number 
1681 
1715 
1682 
6 
862 
2485 
1637 
1354 
285 
387 
391 
609 
830 
988 


Texture/Sprite 
MOONSKY3 
MOONSKY4 
MORTER 
MOUSECURSOR 
MOVIECAMERA 
MULTISWITCH 
MUSICANDSFX 
МАКЕР1 

ואספא 

NEON2 

NEON3 

NEON4 

NEONS 

NEON6 

NOTCHOFF 
NOTCHON 
NUKEBARREL 
NUKEBARRELDENTED 
NUKEBARRELLEAKED 
NUKEBUTTON 
NUKEWARNINGICON 
OCEANSPRITE1 
OCEANSPRITE2 
OCEANSPRITE3 
OCEANSPRITE4 
OCEANSPRITES 
OCTABRAIN 
OCTABRAINSTAYPUT 
OCTADEADSPRITE 
OCTATOP 

О) 

OOZ 

OOZFILTER 
ORDERING 


Number 
82 
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Texture/Sprite 
ORGANTIC 
PANNELI 

PANNEL2 

PIGCOP 
PIGCOPDEADSPRITE 
PIGCOPDIVE 
PIGCOPSTAYPUT 
PIGTOP 

PIPE] 

PIPE1B 

PIPE2 

PIPE2B 

PIPE3 
PIPE3B 

PIPE4 

PIPE4B 

PIPES 

PIPESB 

PIPEÓ 

PIPEÓB 
PLAYERISHERE 
PLAYERONWATER 
PLAYERWASHERE 
PLUG 

POCKET 
PODFEMI 

POOP 

POTI 

POT2 

POT3 
POWERSWITCHI 
POWERSWITCH2 
PULLSWITCH 
QUEBALL 
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Number 
2420 
342 
343 
2000 
2060 
2045 
2001 
2061 
619 
617 
616 
633 
618 
700 
996 
997 
994 
1005 
995 
1260 
2442 
1420 
2443 
1069 
903 
1294 
3998 
694 
695 
697 
860 
864 
1122 
902 


Texture/Sprite Митбет 


RADIUSEXPLOSION 1670 
RAT 1267 
REACTOR 1088 
REACTOR2 578 
REACTOR2BURNT 579 
REACTOR2SPARK 580 
REACTORBURNT 1096 
REACTORSPARK 1092 
RECON 1960 
REFLECTWATERTILE 180 
RESPAWN 9 


RESPAWNMARKERGREEN 3210 
RESPAWNMARKERRED 3190 
RESPAWNMARKERYELLOW 3200 


ROTATEGUN 2360 
RPG 2605 
RPGAMMO 44 
RPGGUN 2544 
RPGMUZZLEFLASH 2545 
RPGSPRITE 23 
RUBBERCAN 1062 
SATELITE 516 
SATELLITE 489 
SCALE 678 
SCRAP 1 2400 
SCRAP2 2404 
SCRAP3 2408 
SCRAP4 2412 
SCRAPS 2416 
SCRAPÓ 2390 
SCRATCH 1393 
SCREENBREAK1 263 
SCREENBREAK10 272 
SCREENBREAK1 1 273 
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Texture/Sprite 
SCREENBREAK12 
SCREENBREAK13 
SCREENBREAK2 
SCREENBREAK3 
SCREENBREAK4 
SCREENBREAKS 
SCREENBREAK6 
SCREENBREAK7 
SCREENBREAK8 
SCREENBREAK9 
SCUBAMASK 
SECTOREFFECTOR 
SEENINE 
SEENINEDEAD 
SELECTDIR 
SHARK 

SHELL 

SHIELD 
SHOTGUN 
SHOTGUNAMMO 
SHOTGUNSHELL 
SHOTGUNSPRITE 
SHOTSPARK 1 
SHRINKER 
SHRINKEREXPLOSION 
SHRINKERSPRITE 
SHRINKSPARK 
SIXPAK 

SLIDEBAR 
SLIMEPIPE 
SLOTDOOR 
SMALLFNTCURSOR 
SMALLSMOKE 
SMALLSMOKEMAKER 
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Texture/Sprite Number Ž 


SOLARPANNEL 602 
SPACEDOORSWITCH 136 
SPACELIGHTSWITCH 138 
SPACEMARINE 1353 
SPACEMASK 2584 
SPACESHUTTLE 487 
SPINNINGNUKEICON 2813 
SPIT 1636 
SPLINTERWOOD 630 
SPOTLITE 1020 
STAINGLASS1 510 
STALL 571 
STALLBROKE 573 
STARTALPHANUM 2822 
STATIC 351 
STATUE 753 
STATUEFLASH 869 
STEAM 1250 
STEROIDS 55 
STEROIDS_ICON 2469 
STRIPEBALL 901 
SUSHIPLATE1 768 
SUSHIPLATE2 769 
SUSHIPLATE3 774 
SUSHIPLATE4 779 
SUSHIPLATES 792 
TECHLIGHT2 120 
TECHLIGHT4 122 
TECHLIGHTBUST2 121 
TECHLIGHTBUST4 123 
TECHSWITCH 166 
TEXTBOX 2495 
TEXTSTORY 3280 
THREEBYFIVE 3010 
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Texture/Sprite Number 


THREEDEE 2498 
ТЇР 2576 
TIRE 990 
TITLE 2486 
TOILET 569 
TOILETBROKE 615 
TOILETWATER 921 
TONGUE 1647 
TOUCHPLATE 3 
TRANSPORTERBEAM 1261 
TRANSPORTERSTAR 1630 
TRASH 1272 
TREE! 908 
TREE2 910 
TRIPBOMB 2566 
TRIPBOMBSPRITE 27 
USERWEAPON 2235 
VACUUM 669 
VASE 765 
VENDMACHINE 1212 
VENDMACHINEBROKE 1214 
VICTORYI 3260 
VIEWBORDER 3250 
VIEWSCREEN 502 
VIEWSCREEN2 499 
VIEWSCREENBROKE 501 
זו‎ FORCEFIELD 663 
ו‎ HITTECHWALL] 363 
W_HITTECHWALL2 362 
W_HITTECHWALL3 360 
W_HITTECHWALL4 361 
W_LIGHT 260 
W_NUMBERS 640 


W_SCREENBREAK 357 


Texture/Sprite 
W_TECHWALL 
W_TECHWALL2 
W_TECHWALL3 
W_TECHWALL4 
WAITTOBESEATED 
WALLBLOOD 
WALLBLOOD2 
WALLBLOOD3 
WALLBLOOD4 
WALLBLOODS 
WALLBLOOD6 
WALLBLOOD7 
WALLBLOOD8 
WALLLIGHTI 
WALLLIGHT2 
WALLLIGHT3 
WALLLIGHT4 
WALLLIGHTBUSTI 
WALLLIGHTBUST2 
WALLLIGHTBUST3 
WALLLIGHTBUST4 
WATERBUBBLE 
WATERBUBBLEMAKER 
WATERDRIP 
WATERDRIPSPLASH 
WATERFOUNTAIN 
WATERFOUNTAINBROKE 
WATERSPLASH2 
WATERTILE 
WATERTILE2 
WINDOWBORDERI 
WINDOWBORDER2 
WOODENHORSE 


Number 
293 
297 
301 
305 
716 
2301 
2302 
2303 
2304 
2305 
2306 
2307 
2308 
703 
705 
701 
124 
704 
706 
702 
125 
661 
662 
660 
2380 
563 
567 
1380 
344 
336 
2494 
2496 
904 
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=ч 


M 


The following sounds have been broken down by category to help you 
easily find the type of sound you're looking for. 


Note: The name of the VOC file (in GOODIESWOC on 
the CD) is also given if you want to preview the 
sound using a VOC player. 


Trooper 


Sound name VOC file Митбег | p 
PRED ROAM roam06.voc 110 

PRED_ROAM2 roam58.voc 204 

PRED_RECOG predrg.voc 111 

PRED_ATTACK gblasr01.voc 112 

PRED_PAIN predpn.voc 113 

PRED_DYING preddy.voc 114 

LIZARD_BEG chokn12.voc 61 


Captain 


Sound name VOC file | Number 
CAPT_ROAM predrm.voc 115 
CAPT_RECOG predrg.voc 117 
CAPT_ATTACK chaingun.voc 116 
CAPT_PAIN predpn.voc 118 
CAPT_DYING preddy.voc 119 


LIZARD_SPIT lizspit.voc 64 


Pig Сор 


Sound name VOC file Number 
PIG ROAM roam29.voc 120 
PIGROAM2 roam67.voc 205 
PIGROAM3 pigrm.voc 253 
PIG_RECOG pigrg.voc 121 
PIG_ATTACK shotgun7.voc 122 
Р1С_РА1М рїррп.уос 123 
PIG. DYING pigdy.voc 124 
PIG. CAPTURE DUKE !pig.voc 198 


Recon Gar 


Sound name VOC file Number 
RECON. ROAM jetpaki.voc 125 
RECON. RECOG pigrg.voc 126 
RECON. ATTACK gblasrol.voc 127 
RECON_PAIN pigpn.voc 128 
RECON_DYING pigdy.voc 129 


Sentry Drone 


Sound name VOC file Number 
DRONE_ROAM snakrm.voc 130 
DRONE_RECOG snakrg.voc 131 
DRONE ATTACK] snakata.voc 132 
DRONE ATTACK2 snakatb.voc 157 
DRONE PAIN snakpn.voc 133 
DRONE. DYING snakdy.voc 134 
DRONE JETSND enghum.voc 255 
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Sound name  VOC file Number 
COMM. ROAM commrm.voc 35 
COMM RECOG commrg.voc 36 
COMM. ATTACK commat.voc 37 
COMM PAIN commpn.voc 38 
COMM. DYING commdy.voc 39 
COMM, SPIN commsp.voc 55 


Octabrain 


Sound name VOC file Number 
OCTA_ROAM octarm.voc 140 
OCTA_RECOG octarg.voc 141 
ОСТА_АТТАСК1 осїааї1.йос 142 
ОСТА_АТТАСК2 octaat2.voc 159 
OCTA_PAIN octapn.voc 143 
OCTA_DYING octady.voc 144 
WIERDSHOT_FLY octaatl.voc 160 


Turret 


Sound name VOC file Number 
TURR_ROAM turrrm.voc 145 
TURR_RECOG turrrg.voc 146 
TURR_ATTACK turrat.voc 147 
TURR_PAIN turrpn.voc 161 


TURR_DYING turrdy.voc 162 


Protozoid Slimer 


Sound name VOC file Number 


SLIM HATCH slhtchO1.voc 283 
SLIM_ROAM sliroao2.voc 163 
SLIM_RECOG slirec06.voc 2¢ 
SLIM_ATTACK slimat.voc 34 
SLIM_DYING slidie03.voc 149 


Boss 1 


Sound name  VOC file Number 


BOS1_ROAM boslrm.voc 96 
BOS1_RECOG bos I rg.voc 97 
9051 АТТАСКІ chaingun.voc 8 
9081 12 rpgfire.voc 154 
BOS1_PAIN boslpn.voc 99 
ВО51 DYING bos1dy.voc 100 
BOSI WALK thud.voc 156 


Sound name VOC file Number 


BOS2 ROAM b2atk01.voc 101 
BOS2 RECOG b2rec03.voc 102 
ВО52 ATTACK b2atk02.voc 103 
BOS2 PAIN b2pain03.voc 104 
BOS2 DYING b2die03.voc 105 


228 Ё Appendix B 


Textures, Sprites, and Sounds 1229 


Boss 3 


Sound name VOC file Number ci 
BOS3 ROAM b3roam01.voc 50 
BOS3_RECOG b3pain04.voc 51 
BOS3_ATTACK1 b3atk01.voc 52 
BOS3_ATTACK2 b3atk01.voc 76 
BOS3_PAIN b3rec03g.voc 53 
BOS3 DYING b3die03g.voc 08 


Weapon Sounds 


Sound name VOC file Number 3 
KICK HIT kickhit.voc 0 
PISTOL_RICHOCHET richochet.voc 1 
PISTOL_BODYHIT bulithit.voc 2 
PISTOL_FIRE pistol.voc 3 
EJECT_CLIP clipout.voc 4 
INSERT_CLIP clipin.voc 5 
CHAINGUN. FIRE chaingun.voc 6 
SHOTGUN. FIRE shotgun7.voc 109 
SHOTGUN COCK shotgnck.voc 169 
RPG SHOOT rpgfire.voc 7 
НҮ BY flyby.voc 244 
RPG EXPLODE bombexpl.voc 9 
CAT. FIRE catfire.voc 10 
SHRINKER FIRE shrinker.voc 11 
ACTOR SHRINKING shrink.voc 12 
PIPEBOMB BOUNCE pbombbnc.voc 13 
PIPEBOMB EXPLODE bombexpl.voc 14 
LASERTRIP ONWALL Isrbmbpt.voc 15 
LASERTRIP_ARMING Isrbmbwn.voc 16 
LASERTRIP_EXPLODE bombexpl.voc 17 
NITEVISION_ONOFF goggle 12.voc 213 
SELECT_WEAPON wpnsel21.voc 219 


Action Environment Sounds 


Sound name VOC file Number 
VENT. BUST ventbust.voc 18 

GLASS ВКЕАКІМС glass.voc 19 

GLASS HEAVYBREAK glashevy.voc 20 

SHORT. CIRCUIT shorted.voc 21 

ITEM. SPLASH splash.voc 22 
BONUSMUSIC bonus.voc 249 
POOLBALLHIT poolball.voc 8 

KILLME killme.voc 254 


Duke's Body Sounds 


Sound name VOC file Number 
DUKE BREATHING himinhal.voc 23 
DUKE_EXHALING hlmexhal.voc 24 
DUKE GASP gasp.voc 25 
DUKE URINATE pissing.voc 28 
DUKE. CRACK2 comeon2.voc 208 
DUKE CRACK waitin03.voc 33 
DUKE TALKTOBOSS diesob03.voc 251 
DUKE CRACK FIRST knuckle.voc 210 
DUKE GET getitm19.voc 210 
DUKE GETWEAPONI cool01.voc 206 
DUKE_GETWEAPON2 getsom 1 a.voc 107 
DUKE_GETWEAPON3 groovy02.voc 78 
DUKE_GETWEAPON4 wansom4a.voc 221 
JIBBED_ACTOR13 letgod01.voc 263 
DUKE_GETWEAPON6 hail01.voc 264 
DUKE_GOTHEALTHATLOW needed03.voc 229 
DUKE_SEARCH pain87.voc 209 
DUKE_SEARCH2 whrsit05.voc 207 
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Sound пате — VOCfile — Number 
DUKE LONGTERM אק‎ gasps07.voc 211 
DUKE LONGTERM PAIN2 dscrem15.voc 274 
DUKE LONGTERM PAIN3 dscrem16.voc 275 
DUKE LONGTERM PAINA dscrem17.voc 276 


DUKE LONGTERM PAINS  pain54.voc 304 
DUKE LONGTERM PAINÓ pain75.voc 305 
DUKE LONGTERM PAIN7  pain93.voc 306 
DUKE LONGTERM PAING8 раіпб8.уос 307 


DUKE PISSRELIEF ahmuch03.voc 218 


Duke's Health Sounds 


Sound name VOC file Number 
SOMETHINGHITFORCE teleport.voc 35 
DUKE DRINKING drink18.voc 36 
DUKE KILLEDI damn03.voc 37 
DUKE_KILLED2 damnit04.voc 203 
DUKE_KILLED3 thsuk13a.voc 72 
DUKE_KILLED4 dscrem18.voc 270 
DUKE_KILLED5 ріѕѕе501 .voc 271 
DUKE_GRUNT exert.Voc 38 
DUKE DEAD dmdeath.voc 41 
DUKE HEARTBEAT hartbeat.voc 39 
DUKE STEPONFECES happenO1.voc 273 


Duke’s Movement Sounds 


Sound name VOC file | Number P 21 
DUKE_ONWATER wetfeet.voc 40 
DUKE_LAND land02.voc 42 


DUKE LAND. HURT pain39.voc 200 


Sound name | VOCfile — Number | 
DUKE WALKINDUCTS ^ ductwlkvoc 43 


DUKE LOOKINTOMIRRORIookin01 .voc 252 
DUKE TIPI dance01.voc 202 
DUKE_TIP2 shake2a.voc 67 

DUKE_BOOBY booby04.voc 250 


DUKE HIT. STRIPPERI damnit04.voc 201 
DUKE_HIT_STRIPPER2 damn03.voc 214 


ALIEN_TALK1 mustdie.voc 241 
ALIEN_TALK2 defeated.voc 242 
BONUS SPEECHI letsrk03.voc 195 
BONUS SPEECH2 ready2a.voc 196 
BONUS SPEECH3 ripem08.voc 197 
BONUS 5РЕЕСН4 rockin02.voc 199 
DUKE. YES yes.voc 45 

DUKE USEMEDKIT ahh04.voc 216 
DUKE_TAKEPILLS gulp01.voc 217 
DUKETALKTOBOSS duknukl4.voc 56 

BOSSTALKTODUKE !boss.voc 230 
SHRINKER_HIT thud.voc 246 
SOMETHINGFROZE freeze.voc 303 
WHIPYOURASS whipyuOl.voc 294 
RIPHEADNECK rip01.voc 284 


Duke's Equipment Sounds 


Sound name VOC file Number 
DUKE UNDERWATER scuba.voc 48 
DUKE_JETPAK_ON jetpakon.voc 49 
DUKE_JETPAK_IDLE jetpaki.voc 50 
DUKE_JETPAK_OFF jetpakof.voc 51 
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Sound name VOC file Number 
FLESH. BURNING fire09.voc 68 

THUD thud.voc 158 
SQUISHED squish.voc 69 


Equipment Sounds 


Sound name VOC file Number 
TELEPORTER teleport.voc 70 
ELEVATOR_ON gbelevO1.voc 71 
ELEVATOR OFF gbelev02.voc 73 
ALIEN ELEVATOR!  hydro43.voc 261 
ALIEN. SWITCHI aswtch23.voc 272 
SUBWAY subway.voc 75 
SWITCH ON switch.voc 76 
FAN fan.voc 77 
FLUSH, TOILET flush.voc 79 
HOVER CRAFT hover.voc 80 
EARTHQUAKE quake.voc 81 


Warning Sounds 


Sound name VOC file Number 
INTRUDER ALERT alert.voc 82 
END OF LEVEL WARN monitor.voc 83 


Ambience Sounds 


Sound name ^ 70006 Мите —— 
ENGINE. OPERATING onboard.voc 84 
REACTOR. ON reactor.voc 85 
COMPUTER AMBIENCE сотратр.уос 86 
GEARS GRINDING geargrnd.voc 87 
BUBBLE AMBIENCE bubblamb.voc 88 
MACHINE. AMBIENCE machamb.voc 89 
SEWER AMBIENCE drip3.voc 90 
Sound nane VOCfile — Number | | 
WIND. AMBIENCE wind54.voc 91 
WIND_REPEAT wind54.voc 308 
SOMETHING_DRIPPING drip3.voc 92 
STEAM_HISSING steamhis.voc 93 
BAR_MUSIC barmusic.voc 95 
DUKE_SCREAM dscrem04.voc 245 


Miscellaneous Sounds 


Sound name VOC file Number 2 қ 
GETATOMICHEALTH teleport.voc 106 
BORNTOBEWILD 2bwild.voc 168 
KTIT ktitx.voc 278 
LADY. SCREAM fscrm10.voc 164 
SECRETLEVELSND secret.voc 183 
MONITOR ACTIVE  monitor.voc 212 
WATER GURGLE h20grg12.voc 220 
EXITMENUSOUND  item15.voc 243 
RATTY mice3.voc 247 
INTO_MENU bulithit.voc 248 
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Door Bounds 


Sound name VOC file Number 
DOOR OPERATEI slidoor.voc 74 

DOOR OPERATE2 opendoor.voc 165 

DOOR OPERATE3 1.6 166 

DOOR OPERATEA  .edoorll.voc 167 

SPACE DOORI hydro22.voc 256 

SPACE DOOR2 hydro24.voc 257 
Sound name VOC file Number 
SPACE DOOR3 hydro27.voc 258 

SPACE DOOR4 hydro34.voc 250 

SPACE DOORS hydro40.voc 260 

VAULT DOOR vault04.voc 262 

ALIEN. DOORI adoorl.voc 286 

ALIEN. DOOR2 adoor2.voc 287 


Miscellaneous Ambience 


City Sounds 


Sound name VOC file Number 
GENERIC. AMBIENCEI grind.voc 170 
GENERIC. AMBIENCE2 enghum.voc 171 
GENERIC. АМВІЕМСЕЗ lava06.voc 172 
GENERIC. AMBIENCEA4 bubblamb.voc 173 
GENERIC, AMBIENCES phonbusy.voc 174 
GENERIC. AMBIENCEÓ roam22.voc 175 
GENERICAMBIENCE8 amb81b.voc 184 
GENERICAMBIENCE9 roam98b.voc 185 
GENERICAMBIENCE10 h20rush2.voc 186 
GENERICAMBIENCE! 1 projrun.voc 187 
GENERICAMBIENCE12 blank.voc 188 


Sound name VOC file Number 
GENERICAMBIENCE13 pay02.voc 189 
GENERICAMBIENCE14 onlyon03.voc 190 
GENERICAMBIENCE15 rides09.voc 192 
GENERICAMBIENCE16 doomed16.voc 193 
GENERICAMBIENCE17 myself3a.voc 177 
GENERICAMBIENCE18 monolith.voc 178 
GENERICAMBIENCE19 hydro50.voc 179 
GENERICAMBIENCE20 con03.voc 180 
GENERICAMBIENCE21 !prison.voc 181 
GENERICAMBIENCE22 vpiss2.voc 182 
GENERICAMBIENCE23 2ride06.voc 302 
FIRE CACKLE fire09.voc 194 
DUMPSTER. MOVE grind.voc 148 
IBBED ACTORI amess06.voc 222 
IBBED_ACTOR2 bitchn04.voc 223 
BBED_ACTOR3 holycw01.voc 224 
IBBED_ACTOR4 holysh02.voc 225 
JIBBED ACTOR5 imgood12.voc 226 
IBBED ACTORÓ piece02.voc 227 
ЛВВЕр ACTOR7 gothrtO1.voc 228 
ЛВВЕр ACTOR8 blowit01.voc 265 
JIBBED_ACTOR9 eatsht01.voc 266 
JIBBED ACTORIO face01.voc 267 
ਗਿ) ACTORI 1 inhell01.voc 268 
JIBBED_ACTOR12 sukit01.voc 269 
WAR. AMBIENCEI waramb13.voc 231 
WAR AMBIENCE2 waramb21.voc 232 
WAR_AMBIENCE3 waramb23.voc 233 
WAR_AMBIENCE4 waramb29.voc 234 
WAR AMBIENCES force01.voc 235 
WAR. AMBIENCEÓ quake06.voc 236 
WAR. AMBIENCE7 termin01.voc 237 
WAR. AMBIENCE8 born01.voc 238 
WAR_AMBIENCE9 nobody01.voc 239 
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Sound name | VOC file ו‎ або: АРС 
WAR АМВІЕМСЕТО chew05.voc 240 
SPACE_AMBIENCE1 monolith.voc 281 
SPACE_AMBIENCE2 hydro50.voc 282 
COMPANB2 ctrirm25.voc 277 
HELICOP. IDLE hlidle03.voc 279 
FOUNDJONES jones04.voc 285 
STEPNIT lizshit3.voc 280 
ENDSEQVOL2SND1 gunhit2.voc 295 
ENDSEQVOL2SND2 headrip3.voc 296 
ENDSEQVOL2SND3 buckle.voc 297 
ENDSEQVOL2SND4 jetp2.voc 298 


ENDSEQVOL2SND5 zipper2.voc 299 
ENDSEQVOL2SND6 news.voc 300 
ENDSEOVOL2SND7 whistle.voc 301 
ENDSEQVOL3SND1 kickhead.voc 27 

ENDSEQVOL3SND2 gmeovr05.voc 29 

ENDSEQVOL3SND3 cheer.voc 30 
E 
E 
E 
E 
E 
E 


NDSEQVOL3SND4 grabbag.voc 288 
NDSEQVOL3SND5 пате01.уос 289 
NDSEQVOL3SND6 r&r01.voc 290 
NDSEQVOL3SND7 lani05.voc 291 
NDSEQVOL3SND8 lani08.voc 292 
NDSEQVOL3SND9 laniduk2.voc 293 


Faces of 


Faces of Death (E1L7) is a multiplayer level—you can't get to it in a 
single-player game. If you want to play this level by yourself, you have to 
start Duke Nukem 3D in "fake multiplayer" mode by typing the follow- 
ing at the DOS prompt in the Duke Nukem directory: 


duke3d /q2 /v1 /17 /s# 


Replace the “#” with the skill level (0—3) you want to play. Add a “/m” 
to the end of the line to play this level without monsters. 
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Secrets 


There's a blue access panel in one of the weapon/water rooms (A). This 
room can be accessed by using the teleporter to the right of the window 
with the view of the earth (B). The panel is by the pool with Todd's 
picture. 


The panel opens a series of piston rooms in each of the pool rooms (C). 
Each of the piston rooms leads up to the top level. 


On the top level there's a door (D) that requires five switches to open 
(E). Three of the switches are on the perimeter of the lower level. The 
other two switches are on either side of the door. 


The lava waves (F) lead down to two secret areas behind the lava falls of 
the main level (G). These two areas are actually scored as secrets. 


There's no exit from this level. 
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